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Sir George (Cheech) - Referred to in English Lit. 
as The Protagonist. Greedy SOB. Steer clear. 
Unless, of course, you’re driving a Mack truck. 


Trivet -The smarmy court jester. You know 
the type. Bitter, rude, cynical, ignored. Classic 
middle-child syndrome. Marsha Marsha Marsha! 


Rapunzel -Not quite the same long-haired 
maiden from your childhood. Buzz-cut. Walking 
time bomb. Advice? Keep vour distance. 


Flicker-lhe inventor/hero in this demented 
and deranged adventure. Smart. Enthusiastic. 
Resourceful. Think MacGvver in tiehts. 


renic 


e swor 




The pursuit of 




e crown in 


King s Tournament will have you seeing 


warped medieval adventure boasting 


rom 


twisted mind of Monty Python Troupe 


the wicked, kitty-hurling villains an* 


s, your grip on 



As the evil dragon-morphing Sir George, Cheech Marin shows us there’s 
indeed a cuddly, funny side to vicious, criminally insane behavior. 



Bizarre cast of over 40 characters. From syrupy-sweet critters to 
redneck hillbilly hunters. Like a twisted Brady/Manson family reunion. 



Highway Bingo & Nude Clue can’t hold a candle to the awesome 
challenge posed by this adventure’s tricky puzzles & brain-teasers. 



Over 50 scenes with Monty Python-esque sequences/sub-plots. 
Collect objects to engineer your way into the Princess’...um, heart. 



■if, . omainr 



Call 1-800-771-3772 for game rating information. 



This official seal is your assurance that this product meets the highest quality standards of Sega™. Buy games and accessories with this seal to be sure that they are compatible with the Sega Saturn™ System. Sega 
and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. Crystal Dynamics is a trademark of Crystal Dynamics. Blazing Dragons is a trademark of Terry Jones and is used with permission. Licensed by 
Nelvana Marketing Inc. ©1995 Crystal Dynamics. All rights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. Check out our cool web site http://www.crystald.com 
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GUARDIAN HEROES 


STREET FIGHTER ALPHA 2 

THE SHOCKING SEQUEL THAT HAS 
EVERYBODY TALKING! 
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Only if you want the best! 

Sid NINTENDO . 64 (Nintendo;) 


Is it worth the wait? 


Because on that day, the home entertainment world starts spinning at 64 bits — 
faster than any video game system or personal computer ever made. Live your dream: 
Nintendo 64 and its revolutionary 3-D controller will send you as far into the game as you dare to go. 
Over the top. Out on the edge. Choose your hero: James Bond, Ken Griffey; Jr ., 

Super Mario. Or even Darth Vader. You'll find them on games 
exclusive to Nintendo 64. Players will rock. Competitors will weep. 


ON SEPTEMBER 30th, 
DINOSAURS WILL FLY! 
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DAVID BERGSTEIN 


DAVE HALVERSON 


JAY PUBYEAR 


DAVE HALVERSON 
NICK DES BARRES 
CASEY LOE 


KELLY RICKARDS 
RYAN LOCKHART 
JASON WEITZNER 


BRIAN POCKETT 


ALICIA ESKEN 
JODY SELTZER 


ANDREW COCKBURN 
MIKE WAKAMATSU 


TERRY WOLFINGER 
BRUCE STOCKERT 


GREG RAU 
KEI KUBOKI 
ALAN POWERS 
ELAINE SCHINGS 


MELISSA CHISOLM 
AUDREY VINEYS 
CHRISTINE COURTEMARCHE 


A METROPOLIS PUBLICATION 


KEVIN H., MOLLY S., JENNIFER, SCOTT M., KinY, 
RALPH, TERRY, AND ALL OF OUR READERS! 


ABC AUDIT & MEMBERSHIP APPLIED FOR: 

NOVEMBER, 1994 
ISSN# 1070-3020 

ALL GAMES, GAME TITLES, CHARACTERS AND RELATED INDICIA 
CONTAINED WITHIN THIS PUBLICATION ARE COPYRIGHT AND 
TRADEMARKS OF THEIR RESPECTIVE COMPANIES. DIE HARD 
PUBLISHING MAY NOT BE HELD RESPONSIBLE FOR ANY TYPO¬ 
GRAPHICAL ERRORS. ENTIRE CONTENTS ©1995 DIE HARD PUB¬ 
LISHING. ALL RIGHTS RESERVED. REPRODUCTION IN WHOLE 
OR IN PART WITHOUT WRITTEN PERMISSION BY THE PUBLISH¬ 
ER IS PROHIBITED. ALL SECTION TITLES, CHARACTERS, AND 
RELATED INDICIA CONTAINED WITHIN THIS PUBLICATION ARE 
COPYRIGHT AND TRADEMARKS ©1995 DIEHARD GAME FAN INC. 

Diehard Gamelan, Volume 4, Issue 4, is published 
monthly by Diehard Gamefen, 5670 Wilshire Boulevard. M 
Suite #1240, Lcs Angeles, California 90036. Cover j 

price S5.95. Annual subscription rates: one year (12 % v 
issues) $24.99; foreign (including Mexico and Canada) '( A 
add $10 per year. For subscription address changes ' 
and adjustment, write to Diehard Gamefan at the 
address above. Eight weeks are required for 
change of address. Give both r.ew and old as 
printed on last label. Application to Mail at 
Second-Class Postage Rates is Pending at 
Los Angeles, CA and at additional marling 
offices. POSTMASTER: Send address 
changes to: Diehard Gamefan. 5670 
Wilshire Boulevard. Suite #1240, 

Los Angeles, CA 90036-9728. 


I’d like to take this opportunity to answer the loyal 
Atari supporters who’ve been writing us in regards to 
our less than vast Jag coverage of late. It’s true, we 
came out of the gate smokin’, offering Atari a dedi¬ 
cated section and ample editorial support. Early on 
things looked great. Our Atari rep, Bob Brodie, took 
great care of us and had a general concern and love 
for Atari and the games they produce. But when Bob 
left Atari to spend more time at home, we were left 
with non-gamer types with little concern for our 
efforts and a general lack of interest in keeping us 
abreast. We were open-minded and excited when 
Atari announced it’s re-emergence into the gaming 
world, and hoped that Atari would attract some high 
profile third parties with the licenses it takes to 
become a force in gaming. It looked good for a 
while, but as was the case many years ago, one 
thing stood in Atari’s way... Atari. The reality of the 
Saturn and PS spawned a too-little-too-late CD with 
no support and then, when the Saturn and PS 
showed up on the scene, just about every developer 
worth his weight in foam rubber dove at the chance 
to program for the big boys. Jag development was 
put on the back burner, and just like that, the curtain 
fell. There were massive lay-offs at Atari this week, 
and, although nothing is official, it seems 
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all but over. While Atari Interactive will begin PC 
development, the Jag sadly seems but a memory, 
you can lay your hands on a Jag CD and copy 
of Battlemorph you’ll not only have a nice rtm 
game but one heck of a collectors item. 

The game industry isn’t always a pretty place, and 
even the best-iaid plans often fail. Case(s) in point, 
Sega’s VR headset and 32X, Nintendo’s Phillips and 
Sony CD systems, and NEC’s Super CD. I do miss 
NEC. The Virtual Boy isn’t lighting any fires either 
but I believe it will find its audience granted we find 
a way to cover it, which we are currently working 
with Nintendo to do. 

Back in Volume 2, Issue 5,1 wrote about this very 
thing. Too many consoles, too few developers. 

Good systems that, under normal circumstances, 
would have had a shot, have indeed gone by the 
wayside. 

iVIy prediction for the future? The Nintendo64, 

Sony PlayStation, Sega Saturn, and Matsushita M2 
will reign, leaving no room for competition, and ulti¬ 
mately upgrade again as early as ’98, but hopefully 
not before ’99/2000. Wow, 2000. Imagine getting 
used to writing that on your checks. 

P.S. 16-bit’s still not dead. 
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Save The Soul of Sock and Roll! 


You're the hottest thing in Rock’n Roll, and somebody just stole your favorite guitar. 

It was the devilish Mr. Diablo - resident hard-case in Hades, and he’s not about to give it up. He wants to play hard-ball? 
That's just fine with you. Grab your heavy metal gear and amp-up to raze the dead with the meanest, coolest tunes ever 
composed for a video game! Let the hordes of the Abyss know that they took on the wrong Rock 'n Roller! 


Johnny Bazookatone is a trademark of U.S.Gold, Inc. 

©1995 U.S. Gold, Inc. Sega and Sega Saturn are 
trademarks of Sega Enterprises, Ltd. PlayStation and 
the PlayStation logos are trademarks of Sony Computer 
Entertainment, Inc. All rights reserved. 


check out Johnny’s website! http://www.anime.net/~johnnyb 


KIDS TO ADULTS 



Available on: 

















































READERS’ TOP TEN 


READERS’MOST WANTED 


1. Killer Instinct II - U64 

2. Super Mario 64 - U64 

3. Super Mario RPG - SNES 

4. Final Fantasy VII 

5. Resident Evil - PS 

6. Tekken 2 - PS 

7. Zelda 64 - U64 

8. Mario Kart 64 - U64 

9. Toshinden 2 - PS 

10. Panzer Dragoon 2- Saturn 


1. Virtua Fighter 2 - Saturn 

2. Diddy’s Kong Quest- SNES 

3. Chrono Trigger - SNES 

4. Doom - PS 

5. Killer Instinct - SNES 

6. Sega Rally - Saturn || 

7. Loaded - PS 

8. Yoshi’s Island - SNES ■ 

9. Street Fighter Alpha - Arcade 

10. Warhawk- PS 


1. Guardian Heroes - Saturn 

2. Panzer Dragoon Zwei- Saturn 

3. Night Warriors - Saturn 

4. Hollywood Spot - PS 

5. Super Mario RPG - SNES 


6. Assault Rigs - PS 

7. RayEarth - Saturn 

8. Floating Runner - PS 

9. Genso Suikoden - PS 

10. Dark Savior- Saturn 


1. Genso Suikoden - PS 

2. Panzer Dragoon Zwei - Saturn 

3. Resident Evil- PS 

4. Guardian Heroes - Saturn 

5. Night Warriors - Saturn 


6. Policenauts - PS 

7. Samurai Shodown 3 - Neo Geo 

8. Devil Summoner - Saturn 

9. Darius Gaiden - Saturn 

10. Alien Trilogy- PS 


1. Resident Evil- PS 

2. Panzer Dragoon Zwei - Saturn 

3. SF Alpha - PS 

4. Policenauts - PS 

5. Night Warriors - Saturn 


6. Y’s Book 1 <& 2-TG16 

7. Guardian Heroes - Saturn 

8. Doom - PS 

9. Tekken 2 - Arcade 

10. Crystalis- NES 


1. Super Mario 64 - U64 

2. Killer Instinct 2 - Arcade 

3. SF Alpha -PS 

4. Sega Rally- Saturn 

5. Soul Edge - Arcade 


6. Super Mario RPG - SNES 

7. Doom - PS 

8. Ridge Racer Revolution - PS 

9. Diddy’s Kong Quest- SNES 

10. Alien Trilogy- PS 


1. Killer Instinct 2 - Arcade 

2. Super Mario RPG - SNES 

3. SF Alpha- PS/Saturn 

4. Doom - PS 

5. Assault Rigs - PS 


6. Resident Evil - PS 

7. Darius Gaiden - Saturn 

8. Diddy’s Kong Quest - SNES 

9. Tekken 2 - Arcade 

10. Soul Edge - Arcade 


1. Resident Evil - PS 

2. Policenauts - PS 

3. Panzer Dragoon Zwei - Saturn 

4. Guardian Heroes - Saturn 

5. Tales of Phantasia - SF 


6. Ridge Racer Revolution - PS 

7. Samurai Shodown 3 - Neo Geo 

8. SF Alpha- PS 

9. Diddy’s Kong Quest- SNES 

10. Snatcher - PS 


to last month’s winners 

First Prize: 

Jim Pennington, Elgin, IL 
Second Prize: 

Sang Kwon, Torrance, CA 
Third Prize: 

Joel Ruidera, Glendale, CA 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren’t out yet, 
on a piece of paper or a postcard then send them to: GAMEFAN TOP TEN, 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X, Your choice of one of the Picks A FREE year of GameFan! 

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the universe! 

Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified 

by mail and listed on this page. For a complete list of rules and regulations write: GameFan Top Ten with self addressed & stamped envelope. 




DEVELOPERS’ 

1. Assault Rigs - PS 


6. Vector Man - Genesis 

TOPTEN 

2. SF Alpha-PS 


7. Destruction Derby- PS 

This Month’s Guest Developer 

3. Toy Story - Genesis 


8. Virtua Fighter 2 - Saturn 

George Weising 

4. Wipeout - PS 


9. In the Hunt - PS 

Player One 

5. Yoshi’s Island- SNES 


10. Jumping Flash - PS 
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I think it’s pretty safe to say that Square loves you. They were brave enough to 
develop Final Fantasy VII (Final Fantasy IV in the States) on a platform with the 
only storage medium they felt would do their trademark series justice... 

^ CD-ROM... or should I say two CD-ROM’s. Originally planned for the 
W Nintendo64 (In all truth, it probably wasn’t... look how far along this game 
v obviously is), Square probably made the decision to go with Sony when j| 

■ Nintendo decided upon the cartridge format. There was no vendetta 
against Nintendo; Square made a creative business decision: FFVII will 
cost 5,800 Yen ($58) when it’s released in December, FFVI cost 11,400 
Yen ($114) a year ago. Nothing has been released as far as storyline, 
other than that the focal point of the game is the city of Midgar (upper * 4l 

right corner) and three of the many main characters: Claud, Ealis and 
jj Bullet. I’ll be bringing you many, many updates on this game in the 
jva future... for now, we can but gaze uponthis polygonal glory. 

ISy jJMP' - Nick Rox 
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Receive a free video 
game* of your 
choice, A GameFan 
t-shirt and a 12- 
month subscription 
r to GameFan ^ 
0. Magazine 


Win a JA 

GameFan T-Shirt, 
and a one-year ^ 
subscription to ^ 
GameFan 
Magazine. 


ffiird <Priee{ 

Win a 
GameFan 
T-Shirt 


Ridge Racer Resolution (Sony PlayStation) Super Deformer Racing Cars! 


PRESS START BUTTOn 


ritJffldER OF HITS QQ 


[S3k»th 


Play a perfect game of Galaga 
88 without wasting a single bul 
let. You must get a perfect 40. 


Now when you enter the car 
select screen, there will be an 
extra eight cars to choose from! 


Start a normal game and presto 
Super Deformer Card. 


Ridge Racier Rex/oiution (Sony PlayStation) Extended View, No Mirror, Time Change 


oJravcf °With QTfiy ('ontroffcr c jn 
Hand 2)b ^ ( jancf l \Vfierc 
Cheaters ^Prosper... 




»740M 


To race without the rear 
view mirror, first pause 
the game in driver’s 
view, then hit TRI and 
LI at the same time. 


To race with an extend¬ 
ed view, first pause the 
game behind the car, 
then hit TRI and R1 at 
the same time. 


To change the time set¬ 
tings in the races, you 
must first beat the 
expert class. 


Then select “OTHERS. 
Now you can race all 
day... 


Play Without Life And Overdrive Meters 


Now press and 
hold CIR, 
TRI,SQU, X, 
and hit 
“SELECT” 
twice. 


Now you can 
play the game 
without life 
and overdrive 
meters! 


During a 
match, pause 
the game. 


Virtue Cap (SegaSatum) 


(IIM lilll Pl'fotj, 

innnunnr '.inpniir'sp 
; GUR SELECT/® 7off ? 


MViStLLB 1 /j itss, 


t R E-8 S<8-Til IIJ^BUJJ.O n 
© SElifl ENTERPRISES, LTD. 1994,1995 


Send in your codes... good, bad, or 
ugly. Well look em’ over and choose 
one grand prize winner each month. 
Codes cannot come from a previous¬ 
ly published US magazine. Winners 
will be drawn each month and dis¬ 
played here in Hocus Pocus, the only 
place where cheaters prosper. 
(Current subscribers who win a sub. 
will receive a one-year extension.) 

* Any video game featured in our “Viewpoint" section 


During this SEGA logo, 
enter the following 
command: 

Hold C, then press UP, DOWN 
LEFT, RIGHT 


Then at this title screen, hold C 
then press DOWN, UP, RIGHT, 
LEFT, UP, UP, LEFT, RIGHT. 
Now go to the OPTION PLUS 
menu, and turn gun select “ON. 


Pause the game and reload your 
gun. Now you can use the 
machine gun and many other 
weapons! Up to 7 different 
weapons! 


Virtua Cop (Sega 5aturn) 


Mirror Mode, Ranking Made 


STAGE SELECT 


To this month's winners: 

First Prize: 

Tom Szakolczay, Henderson, NV 
Second Prize: 

Joe Kelly, Winchester, VA 
Third Prize: 

Jeremy Greenfield, Cape Coral, FL 


nnnfi mij^nnnr 

«9 WCII Itilf CMIISi e, I TU. \m.\Wj 


SMOOT TO ffiLHJT 


6 ° 


During the STAGE 
SELECT screen enter: 
SHOT, RELOAD, SHOT, 
SHOT, SHOT, RELOAD, 
RELOAD, SHOT 


Now you can play Virtua During this SEGA logo 
Cop in Mirror Mode! enter: Hold C, and press 
UP, DOWN, LEFT, RIGHT 


Now you can play the 
ranking mode to see 
how good you really 
are! 


Hocus Pocus 

5137 Clareton Dr. Suite 210 
Agoura Hills, CA 91301 












LoEhJbcJ (S ony PlayStatiBH] 


Ammo and Health 


1st Place 
Tom Szakolczay 
Henderson, 


Winchester, 


GAME PAUSED 


Jeremy Greenfield 
Cape Coral, 


Test 


Start a new game. Go to the “2 From the “MUSIC TEST,” press While in “CHEAT MODE,” enter: 

PLAYER CONTEST” mode and down 5 times to enable “CHEAT Y, A, SELEClrA, DOWN, LEFT, 

press down 5 times. MODE.” A, DOWN. You will hear a 

chime and a monkey giggle if 
done correctly. 

THE PEOPLE ABOVE ABE THIS IMOMTHTS WINNERS! 

C01NIGBATLJLATIOMSI AND] BEEP SENDING, THOSE TRICKS INI 
YOU JUST MIGHT W/lllMl A SPOT IN GAMEEANfS SUPER HOCUS POCUS SPREADS 


Abnormal Level, Extra Credits, Rapid Fire 


fe/den (Sega Sfltumj 


PRESS START 
TO START 


outrni 0002S000; 

« Hr. 


owirnt 00022A00j^QNEl 




•RfeSS START 
ilrO START 


K3AME START 


OPTION 






CREDITS 


ABNORMAL LEVEL 


RAPID FIRE 


CREDITS 


All codes are entered in this 


menu screen. X, A, LEFT SHIFT,RIGHT SHIFT, While holding X, press Z, Q, While holding X, press Z, C, 

then, while holding LEFT SHIFT, LEFT SHIFT, B, LEFT, LEFT SHIFT, B, LEFT, RIGHT 

press X, C, Z, A RIGHT SHIFT, LEFT SHIFT SHIFT, LEFT SHIFT 
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Sega Rally (Sega Saturn) 


Use the Lanca Stratos, Lake 5ide Track 



■fT 

L- 

Arcade 

Time Attack 

HALL.- 

'03.' 

. _^|;2i-BIaxe5r?Battle^’ j 

Car Settings 


TJ* 

Records 


Options 


' CHAWP 



Move the cursor in the 
title screen to TIME 
ATTACK. 



»mv 

fcriAMPlCftSi : 




CELICA 

DELTA 

STRATOS 


STRATOS 


Then press X, Y, Z, Y, X. At the Title Screen, 
Now you should see the move the cursor to TIME 
Lancia Stratos car. ATTACK, and press X 

and Y at the same time. 



Lake Side Best Time: 


You should see another 
track called 
“LAKE SIDE.” 


Yohan Yoon 
Boston, 
MA 

Brian K. 
Ritchie 
Leviltowr 
PA I 


Street Fighter /Alpha [Sony Playstation) Use Akuma, Dan, and Ml. Bison, Team Mode 



Go to the “?” during 
Arcade, Versus, or 
Training mode. Press 
and hold L2, 
and then... 



...for “AKUMA,” press 
BACK 3X, DOWN 3X, 
and press either SQU & 
TRI, or X and CIR, 
or... 



...for “BISON,” press 
BACK 2X, DOWN 2X, 
BACK, DOWN 2X, then 
press SQU and TRI, 
or X and CIR, or... 



...for “DAN,” press 
TRI, SQU, X, CIR, TRI 
or 

TRI, CIR, X, SQU, TRI 



“TEAM MODE” 

Beat the game on LEVEL 
5 or higher, and this 
option should appear in 
the BATTLE SELECT 


screen. 



TRI 

25.) TRI, CIR, TRI, TRI, 


Infinite Lives - UP, CIR, 


8.) TRI, SQU, X, SQU, 

CIR, SQU 


TRI, DOWN, RIGHT, 

Done while game is PAUSED 

TRI, TRI 

26.) SQU, CIR, CIR, X, 


SQU, DOWN 

God Mode: DOWN, L2, SQU, 

9.) SQU, TRI, SQU, X, 

CIR, X 

Slowly recover energy 

Invincibility - X, SQU, 

R1, RIGHT, LI, LEFT, CIR. 

TRI, X 

27.) X, CIR, SQU, TRI, 

975310 

DOWN, DOWN, UP, 

Lots of Goodies: X, TRI, LI, 

10.) TRI, TRI, CIR, SQU, 

TRI, SQU 

Super endurance 

DOWN, RIGHT 

UP, DOWN, R2, LEFT, LEFT. 

X, SQU 

28.) SQU, CIR, SQU, 

024689 

Electricity - RIGHT, 

Map Cheat: TRI, TRI, L2, 

11.) TRI, TRI, X, TRI, 

SQU,SQU, SQU 

No specials & energy 

LEFT, RIGHT, CIR, TRI, 

R2, L2, R2, R1, CIR. 

CIR, SQU 

29.) TRI, SQU, CIR, X, 

recover 

RIGHT, CIR, DOWN, 

Auto Map: TRI, TRI, L2, R2, 

12.) CIR, SQU, TRI, TRI, 

CIR, CIR 

040404 

RIGHT 

L2, R2, R1, SQU. 

TRI, CIR 

30.) SQU, CIR, X, CIR, 

Disable combos 

Speed - DOWN, START, 

Transparent Walls: LI, R2, 

13.) TRI, SQU, CIR, X, 

X, TRI 

722722 

RIGHT, RIGHT, DOWN, 

L2, R1, RIGHT, TRI, X, 

TRI, SQU 

31.) CIR, SQU, X, TRI, 

Hyper run jumps 

UP, START 

RIGHT. 

14.) TRI, TRI, X, SQU, 

CIR, TRI 

321789 

Ice - CIR, CIR, LEFT, 

Level Warp: RIGHT, LEFT, 

SQU, X 

32.) TRI, SQU, X, CIR, 

No special moves 

DOWN, CIR, UP, 

R2, R1, TRI, LI, CIR, X. 

15.) CIR, X, TRI, TRI, 

SQU, X 

555556 

RIGHT 

Kvin Kurpinsky 

TRI, TRI 

33.) X, X, TRI, X, X, 

First player do 1/2 

Fire - X, UP, RIGHT, UP, 

Westland, Ml 

16.) CIR, SQU, CIR, CIR, 

SQU 

damage 

RIGHT, RIGHT 


CIR, SQU 

34.) X, CIR, SQU, CIR, 

390000 

Super Jump - X, CIR, 


17.) TRI, TRI, TRI, CIR, 

CIR, SQU 

Second player do 1/2 

UP, UP, DOWN, RIGHT, 


TRI, SQU 

35.) CIR, TRI, X, TRI, 

damage 

RIGHT 

1.) CIR, CIR, CIR, CIR, CIR, 

18.) SQU, CIR, SQU, X, 

X, TRI 

000390 

Bryan Worrell 

CIR 

SQU,TRI 

36.) X, TRI, TRI, X, X, 

Both players do 1/2 

Woodbridge, VA 

2.) SQU, X, SQU, X, TRI, 

19.) X. X. SQU, X, SQU, 

SQU 

damage 


SQU 

TRI 

37.) X, TRI, TRI, X, TRI, 

390390 


3.) TRI, SQU, SQU, CIR, 

20.) X, SQU, X, TRI, TRI, 

SQU 

Joshua Levy 


CIR, TRI 

SQU 

38.) SQU, TRI, SQU, 

San Antonio, TX 


4.) TRI, SQU, TRI, TRI, CIR, 

21.) TRI, SQU, TRI, SQU, 

TRI, SQU, X 



TRI 

TRI, TRI 

39.) SQU, X, TRI, X, X, 


At the Batman Forever 

5.) SQU, TRI, TRI, TRI, X, 

22.) SQU, SQU, TRI, 

TRI 


title screen, press 

TRI 

CIR, SQU, TRI 

40.) TRI, X, TRI, CIR, 

First PAUSE the game 

LEFT, UP, LEFT, LEFT, A 

6.) TRI, SQU, CIR, CIR, X, 

23.) CIR, X, X, X, X, TRI 

SQU, X 

and then press and 

THEN B. 

SQU 

24.) TRI, SQU, SQU, TRI, 

41.) CIR, X, TRI, CIR, 

hold R1, then press the 

Averey J. Brown 

7.) X, SQU, SQU, SQU, CIR, 

TRI, TRI 

TRI, SQU 

following: 

N. Charleston, SC 
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They say the last thing you see before you die 
is a blinding flash of light. 


I But H^y, You're A Mercenary. You're Used To This Stuff. 

You've joined Da Wardenz. Big-time, highly trained armed forces specialists saving 
the world from injustice, corruption and global terrorism with the help of one very 
bad boy: a fully armored, sophisticated M-13 Predator Battletank. Sure, war is hell. 
But at least you're kickin' to the awesome hip-hop soundtrack of San Francisco 49er 
football star and rapper William"Bar None"Floyd. 



























Mario's back in bis biggest adventure yet. 

Four years in the birthing, and now this bambino 
comes kicking and screaming into the world of 
Morphmation graphics. A Nintendo brainchild that allows 
the characters and back¬ 
grounds to ripple, rubberize and 
react like nothing you've ever seen 
('cept maybe that nasty gelatin salad 
your mom puts out for company). 

But there's mO,re than eye-popping Egg fights, screaming babies. Do not adjust your 


vicious attacks—it's Like 


television. These graphics 


visuals^ to di;ooL over. There's over 


day care from hell. 


are supposed to be wavy. 
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Legend 

©raphics 

Control 

Play mechanics 

Music 

Originality 


Alien Trilogy has something that no[~X 
other corridor game has... aliens. I * 

I’m a die-hard sci-fi fan, and Giger’s ip 
aliens are some of the most forebod- 
ing beasts in all of cinema. To say the 
least, they populate this beautifully / pt* 
texture mapped, ultra smooth 3-D 1 — —•- ** ' 

adventure with all of the threatening presence they 
exude on-screen. The sound of the motion tracker, 
symphonic tunes, light sourcing, and 3-D graphics 
far beyond Doom make Alien Trilogy my 1st choice 
in the 3-D corridor category. This is Probe’s finest 
game. Pixelly face huggers... who cares? 


Alien Trilogy has great music, IfiS” 
cool intermissions, flawless MH|~ 4 f 1 
scaling and excellent lighting W* ** 
effects, but suffers a bit in the f 
play mechanics department. & 

Still, nothing recreates theH_! 

Aliens experience more than this high-sus¬ 
pense title, and on those grounds I can 
heartily recommend it. Just redraw the 
face-huggers next time, ’kay? Those pixels 
are more scary than anything that actually 
happens in the game... 


With one of the best cinemas I’ve everp^g^O"7 
seen, Alien Trilogy started out great. 

And I was actually having a fantastic 
time playing, until suddenly a huge pix- ' -MSl' 
elly mess covered the screen. After 
squinting my eyes and staring for a sec- 
ond or two, I could make out the vague—— ' 
shape of a face hugger. What’s this? Gah! Nasty pix¬ 
els! Thankfully though, this only happens once in a 
while. The game, for the most part, is extremely fun. 
The corridors are dark and disturbing, the aliens are 
fun to kill, and the background music is excellent. I 
still can’t get over the fact that Probe made this... 


ALIEN TRILOGY 
PLAYSTATION 
ACCLAIM • CD 
3-D ADVENTURE 


One of the best 100% polygonal Pt 
games, and a true 3-D RPG, f I 
King’s Field (actually King’s \ p 
Field 2, 1 was a dog) is a vast, - \P 
puzzling, mysterious and totally 

addictive experience. I stillL_ f 

think the attack mechanism needs some 
work, but otherwise, I can think of no reason 
not to run right out and purchase this game. 
If Might and Magic and similar fare make 
you all warm and fuzzy, King’s Field will 
rock your world. _ 


It’s been a while since I lastgS fli 
played King’s Field, but it’s just H| 4 «i 
as much fun 6 years later, and in W* 
English. The game still has the T 
same problems the Japanese S 

version had (most prominently, B_! 

it’s incredibly difficult when you begin play¬ 
ing), but if you can get into it, it’ll repay you 
with a long quest, breath-taking scenery, and 
a pretty cool storyline. 


It was a long time coming, but wep^^^T 
PlayStation owners finally have an #^li| 
RPG to play (well, the first one in " jpP 
English). I enjoyed the Ultima 
Underworld- ish first person per- 
spective, and the long quest, but the % ^ 
fighting was a pain for the first few 1 — J 
hours. The game starts off very slow, but once 
you get the long range weapons (like a crossbow) 
and begin facing more puzzles, King’s Field 
becomes quite fun. I just hope this gives more 
Japanese companies the idea to bring their RPG’s 
here. (Cough! Konami! Cough! Genso!)... 


KING J S FIELD 
PLAYSTATION 
ASCII • CD 
ACTION/RPG 


Floating Runner, Xing’s little [1 
known and under hyped 3-D 1 
platformer has been wisely VP 
acquired by T*HQ. Floating 
Runner \s beyond a shadow of a |p 

doubt, the first true 3-D action' - — 

platformer, including a sense of depth that 
is totally unique and 100 % pure joy to play. 
The filled poly’s mix well with the T- 
mapped, and, the game is long on both 
replayability, and fun. Do not let it fly by. 


Floating Runner is the first 3-D1 
platform game that actually .jHp 
acts and plays like a platform ' *5 
game. You have your difficult 
jumps, multiple enemies, hid- 1 ^ 2 ^ 
den secrets, and that add inti vr I P 

“platform feeling,” all in 3-D. The music 
was great, the characters were cool, and... 
well... the game is just a blast to play. But 
the best part is, thanks to T*HQ (good job, 
guys!), we’ll see this cool game in America 
very soon. _ 


Once you recover from the shock of I ----- _ 

seeing simplistic, polygonal 
graphics, you’ll discover the joys ^ - , 

of long levels, wondrous views, ^ 

spiraling platforms (just don’t fall, I 
you’ll hate yourself) and generally 1 

awesome gameplay. Infinite con- 11 —- 

tinues, but don’t let time run out, or it’s game 
over. Though it’s a bit too easy at first, Floating 
Runner gets much tougher, and will keep you 
jumpin’ and shootin’ for a long while. Platform 
fans, don’t miss this one, they’re rare on PS! 
(Someone get Hermie a plane ticket stateside!) 


FLOATING RUNNER 
PLAYSTATION 
T*HQ • CD 
3-D ACTION/PLAT 


It’s Treasure, it’s action adven-fT - 
ture, and it’s unlike anything I’ve I 
played before. GH is a melting pot \ 
of genres including fighting, role \p 
playing, action, and to a degree, ,/ V 
strategy. To play the game twice Y_* 
and see and do the same thing is — 

to play it dozens of times. Treasure has blend¬ 
ed the soundtrack so well with the game that 
you actually feel a part of it, and the new char¬ 
acters... genius. All this, and the best hand 
drawn graphics on the Saturn, equals near per¬ 
fection. A must own game! 


At first you’ll be hopelessly lostfgW^ffj 
in the on-screen chaos, but once V m j 

you accept that as an essential WP 
part of the Guardian Heroes T 
experience, this game becomes & 

a blast to play. The characters®_! 

are very cool (Genjiro especially), and the 
multiple paths offer plenty of replay value. 
Two complaints: You should be able to fast 
forward the text, and the endings are a little 
short. But those are minor trifles compared 
to the quality fun time that awaits yo u in GH. 


With the perfect blend of side I ,■ 
scrolling action and RPG elements, m 

Treasure has once again made an ppm? 
incredible game. In fact, this might JMI fr 
be their best offering yet. The huge 
sprites, countless levels of para I- % ^ 

lax, and an unbelievable amount of -^ J 

enemies on screen at once (with almost no slow¬ 
down), totally blew me away. And when you add 
in the hidden characters, the 6 player vs. mode, 
and the fact you can play beat the game a bunch 
of times without seeing every level, Guardian 
Heroes becomes my favorite Saturn game yet. 


GUARDIAN HEROES 
SATURN 
SEGA • CD 
FTG/ACT/RPG 



Dgnovctn 


NIGHT WARRIORS 
SATURN 
CAPCOM • CD 
FIGHTING 


In my opinion, Capcom’s best] 
fighter outside of Alpha 2, 

Night Warriors is as close a 
translation as I could have 
hoped for. Unlike X-Men, 
almost all of the animation has 
made the trip to console along with identi¬ 
cal sound and gameplay. I was hoping for 
an optional arranged soundtrack ala SFA, 
but hey, you can’t have everything... or 
can you? I still want it! 




Not only is this a better transla¬ 
tion than X-Men, but it was 
actually a great game to begin 
with. 12 awesome characters, 
beautiful backgrounds, great 
play mechanics, and finger- 
friendly Saturn pad control. I wish they had¬ 
n’t cut so many sound-effects, though, and 
that straight-from-arcade music really 
hurts. Other than that, this is my favorite 2- 
D fighter on the Saturn (no, I haven’t forgot¬ 
ten about Alpha...). 
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Wow! After experiencing the pain 
that was X-Men, I simply did not 
expect to see this level of quality in 
Night Warriors. Whereas X-Men was 
missing at least 40% frameage, NW\ 
is missing what seems to be 5% off 
the frames on small characters and 
about 10-20% on larger ones. This is probably due 
to the less crazy BG’s, but who cares... NW is a 
much cooler game than X-Men. My only gripes are 
a lack of training mode, no round set option, no 
time set option, and no arranged music. 
Otherwise, it’s Bolischoy Tavieda! 










































Ok, here’s a quick test to see if| 
you’d like Doom for 3D0. Play 
any version of Doom, and blink 
real fast. Kinda hard to see )r> ^ 
what’s going on? Doesn’t make 11®^ 
the game very fun, eh? Well 
that’s exactly what the 3DO version looks like 
in motion. Of course, you could always shrink 
the screen size to raise the frame rate, but I 
don’t think any fan would enjoy playing Doom 
on a postage-stamp sized window. Suddenly, 
the SNES version’s starting to look real good... 


Gk |Ck Mk 
.®_. © © © © 
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It can be said in all honesty that 
Policenauts has one of the best 
game storylines ever. Of course, 

I (a person whose entire grasp of 
the Japanese language came 
from three whole weeks of class) 
had a bit of help from Nick Rox understanding 
the intricate plot. I can only dream of seeing 
this “sequel” to Snatcher in English (I want to 
play it again so bad), but thanks to Konami’s 
sports fever, the chances of seeing gems like 
this (or Genso) here in the states is ab out nil... 
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Gk |CU|PU IMLIOn 

® © ® ® 

Can this be? Is it a real Konami 
game? One without balls (sports 
balls), and scoring, and polygons? 

Why yes! Genso Suikoden is the 
best traditional RPG I’ve yet played 
on a 32-bit console. Konami’s fight¬ 
ing system is a genius design, both 
mechanically and graphically, the story’s deep and 
above the kindergarten mentality, but best of all, 
YOU DON’T GET IN A FIGHT EVERY TWO INCHES 
YOU TRAVEL! With the new Konami fully etched 
into the sports scene, it will be a cryin’ shame if 
GS never comes out here, so... license it! 



Gk m. Pk m 



Sidewinder looks, feels, and 
sounds just like a true flight 
simulator, until you get close to 
the ground. The lack of speed 
here is so unbearable, any 
sense of flight was totally lost 
for me. Why? What possible reason could 
Asmik have for ruining a potentially out¬ 
standing game by doing this? No pop-up, 
lotsa enemies, and nice music makes this 
game playable, but I’ll just hold off until 
something a tad more realistic come s along. 
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OK, an overhead shooter with 
some nifty polygon visual 
effects... Sound good? Well, 
for some reason I didn’t like it. 

I’m sure it might have had 
something to do with the lack ofl 
any challenge, annoyingly repetitive music, 
or (besides the scantily used polygons) the 
graphics looking very 16-bit. Not only that, 
Stahlfeder was just boring to play... First 
Two-Ten Kaku, now this, what’s with shoot¬ 
ers on the PlayStation lately? 
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Doom did kick start an entire 
genre but by today’s standards 
even a perfect version would be a 
questionable endeavor. The 3D0 
version doesn’t even come close. 

You can’t fault the hardware here, 
this is just a wickedly bad transla¬ 
tion. Shrink the hyper letter-boxed screen to 
Game Gear size and you’ve almost got the Jag 
version, the soundtrack is cool and that’s about 
it. This is not a good swan song for such a 
deserving title. I hereby beg Id for a Virtual Boy 
version... Pieeease... 


Gk (Ck [Pk iMk [On 
® © ® © ® 
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This is the worst version of Doom " 

I have ever played. Pixelly 
graphics, non-existent player 
control, a hyper-slow frame rate, 
boring music, and vintage 1989 
special effects lowlight thisL 
shameful game. It’s such a shame that a title 
as respected as Doom is tarnished by this 
lackluster PC translation. If you own a 3DO 
and want to play a first person shooter, save 
yourself the embarrassment and buy PO’ed or 
Killing Time instead. You’ll thank me later. 
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Ah, Konami. They know how to 
tell a story. And like in Genso, 

Policenauts doesn’t need its 
flashy FMV and great soundtrack 
to make it a great game... It has 
substance. The shooting levels 
are pretty cool (get a mouse), but this game 
is still just a digital comic, and is really a one 
time only ride. Still, well worth the price of 
admission... If you know Japanese. I won’t 
even bother to beg Konami to bring it out 
here... What’s the point? (sigh...) 


Once again, supreme adventure heav¬ 
en is here, for you, from the gods at 
Konami. I truly thought adventure 
gaming could get no better than 
Snatcher, in terms of storyline and 
gameplay, at least... and boy, was I 
wrong. The big K has outdone them¬ 
selves in everything from the beyond-beautiful 
music to the professional quality cinemas. And the 
story... well, I can’t even go there it’s so great, let 
alone WANT to for fear of ruining it for you. If 
Konami doesn’t find a hole in their sports-ridden 
lineup to release this here, they’re SNAPPED. 



DOOM 

3DO 

ART DATA • CD 
3-D ADVENTURE 
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POLICENAUTS 
PLAYSTATION 
KONAMI • CD 
DIGITAL COMIC 




I’ve been waiting for an RPG 
like this for years. Why can no 
other companies grasp how 
important a good storyline and 
characters are? Not since 

Lunar 2 have I cared about my- 

party members as much as I care about my 
characters in Genso. I’m sure FF7 will be 
spectacular, but Genso gets the gold as the 
first great 32-bit RPG on any system. And 
don’t even get me started about the music... 
I could talk all night. 


Gjn [Ck ipk |NLk |On 

(7) © ® ® ® 



Sidewinder comes really close 
to being amazing, but then 
crashes and burns big time. 

Why even bother making a real¬ 
istic feeling, technically accu¬ 
rate flight sim when you can only 
make it go 15 miles per hour!? This game is 
one gigantic school crossing zone. Impres¬ 
sive looking, but fundamentally repetitive 
and not much fun, this is Ace Combat all over 
again. I’ll take Warhawk, thanks. 


GJn [Cjn Eh Hh 
® ® ® ® ® 
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God, this game is boring. If this 
game didn’t have its 5 or 6 polygon 
parts, no one would even look at it 
twice, but instead it gets this 
undeserved media image of some¬ 
how representing the synthesis of__ 

2-D and 3-D shooting. The regular game is 
pretty much a joke, and really, so are the poly¬ 
gon parts. This would be impressive if it were, 
say, an FX chip game, but does Santos honest¬ 
ly expect to impress anyone who’s ever played 
Philosoma (which at least looked good)...? 


Gk iCk iPk Mk [Oh 

© © © © ® 

Although I’ll probably be riled by 
the rest of the GF staff, I actually 
enjoyed Ninku. Sure, it didn’t have 
any chain combos, smooth anima¬ 
tion, or logical gameplay like 
almost every other fighter claims to 
contain, but it does promise some¬ 
thing no one else can: a laugh or two. 
Sometimes I get tired of Street Fighter or Tekken, 
and need something a little more light-hearted; 
that’s where Ninku comes in. And although it 
can’t hold a candle to any major fighters, it’s still 
a fun game to play, plain and simple. 


Sk EkEkMklOn 
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Well, what can I say except 
“Konami Loves You™?” At first 
glance I was turned off by Genso' s 
framey overhead world “effects,” 
and its semi-16-bit feel, but the 
incredibly original storyline and 
gorgeous battle scenes, not to 
mention 108 party members, three fight sys¬ 
tems, and some of Konami’s finest music to 
date, drew me right back in. An absolute must 
for RPG fans... This is easily the best 32-bit 
RPG yet, and another game Konami must be 
punished for if they don’t bring it out. 
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GENSO SUIKODEN 
PLAYSTATION 
KONAMI • CD 
RPG 



Finally! A new and refreshing 
flight sim! Although SW has its 
good and bads (note how the 
ground never speeds up as you zip 
by it), the overall feeling of no 
pop-up, and crisp, clean polygons 
give it a definite “thumbs-up” on 
my simulator list. The controls are fairly easy 
to get used to, and the missions are really 
insane! A real step above Ace Combat, and def¬ 
initely the most blazing flight sim yet. Hey! You 
can even link-up with another player and blast 
him right outta the sky! I like it! 



Gk£k |Pk |Mk£k 
© © © © © 

Ouch! I don’t even want to GO 
here. While I can’t say 
Stahlfeder is as bad as Two-\ 

Ten Kaku (it almost is), I can 
say this: 30-minute long shoot¬ 
er with fancy eye sweet-meat bosses and 
terrible tunes. This game is SO not worth 
your time and money, it’s nearly inde¬ 
scribable. If you must have a PS shooter, 
go for Philosoma instead... 
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SIDEWINDER 
PLAYSTATION 
ASMIK • CD 
FLIGHT SIMULATION 



STAHLFEDER 
PLAYSTATION 
SANTOS' CD 
SHOOTER 


I get the feeling that this would 
have been a really awesome 
game if I actually cared about 
the series, but Ninku ? Who 
really cares? The backgrounds 
are impressive by themselves, 
as are the character animations, but they 
don’t really work when put together. The 
control’s fun and all, but you know, it’s 
Ninku. You’d really have to be a fan of the 
show to truly appreciate it. 


The coolest thing about Ninku is its 
hyper Japanese novelty. While it 
does have impressive texture 
mapped polygon playfields (that 
rotate during battle) on the serious 
side, it also has big comedicl 
value. Lil’ Ninku is a nasty character who I’m 
told is quite the devil in the anime series from 
which this is derived. Turn to page 68 for even 
more freaky behavior. The game plays like a 
standard fighter, albeit a tad slow and pseudo 3- 
D. Overall, an enjoyable non-enthusias t fighter. 




NINKU 
SATURN 
SEGA • CD 
FIGHTING 

















THIS tlNJt UIRTUA FIGHTERS DEBUTS AT THE AOU! 

Literally as we were scraping the last bits of info into ‘Up To The Minute’, we got a call from Kei, who’s in Japan attending the AOU show. 
According to Kei the game looks like the renders from the portrait collection! Not only are they totally smooth with no visible jagged edges, but their 
eyes move independently, as the camera sweeps! Fighting Sonic and VF Kids are the other two big attractions. Of course we’ll have a complete 

report, along with shots, next month in Japan Now. Stay tuned! 


RayStorm is the sequel to Taito’s ’94 shooter RayForce/Layer 
“Sometimes there are problems in the adult world you just have to deal 
with” Section/Galactic Attack. The innovative lock-on laser is back, and 
this time everything’s constructed out of polygons, and the gameplay is in 
a new “half top-view” perspective. Looks cool! 


Namco and Sega always seem 
to come up with the same con¬ 
cept independently of each other; 
this is true of Tokyo Wars and 
Gunblade NY. Shooting games 
in capital cities! Wow. Lovin’. 


Tokyo Wars is a four-player “survival 
tank shooting game” set in Tokyo of 
the future. Maneuver your tank 
through huge city maps, hunting 
down your opponent. Sega and 
Namco are coming up with some 
cool competitive games of late. 


“Hmm...,” you may be thinking, “This looks pretty familiar.” It should... this 
game runs on Sega’s Model 2, but it’s not by Sega! This is Tecmo’s Dead 
or Alive, the first third-party Model 2 game. More shocking news... there’s 
Punch, Kick., and - now this is the shocker - Guard! DoA is out in 


spring. 
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Dateline Croyden, just outside of London. While visiting Probe’s HQ, Jay Puryear, 
now a frequent flier, got a behind-the-scenes look at the making of Die Hard Trilogy , 
featured on page 28. The DHTlem at Probe actually traveled to the Big Apple and 
filmed parks, buildings, lightposts, and other similar NY fare (while dodging gunfire 
and windshield washers no doubt), to use as the actual textures in the game! We’ll 
have the whole story on this and more hot Probe surprises, next month._ 


Crystal Dynamics’ Blazing Dragons for the Saturn and PS has a good 
shot at becoming the best animated point and clicker in gaming histo¬ 
ry. Featuring voices from the likes of comedian Harry Shearer, Cheech 
Marin, of Cheech and Chong fame, and Jessica Hahn, of Howard Stern 
fame, this one’s got big fun written all over it. Though not overjoyed 
about this category I must admit, when these adventures are done this 
well, they are truly quite happenin’. I’ll be playin’ this one. Is Blazing 
Dragons up to the challenge posed by Discworld and Brain Dead 13 ? 
Find out next month. 


Finally! It’s been nearly a full year since we’ve 
seen anything new on Konami’s ultimate isometric 
PlayStation game, Overkill. As you can see, not 
only is Overkill not for the faint of heart, but it 
exhibits that classic Konami look reminiscent of 
some of the best games of both the 8 and 16-bit 
eras. The action category, in my eyes, will always 
be where Konami belongs. I cannot stress to you 
how happy I am to see this game. I only pray that 
Castlevania is close behind. We should have more 
on Overkill next month. 


























































Finally! It seems I’ve been waiting for Alien Trilogy 
almost as long as I’ve been waiting for a decent sequel to 
Alien... But as Alien Trilogy is one of those rare titles for 
which Acclaim tells their developer, “Take as much time as 
you need,” I’m certainly not going to complain about the 
delay. Probe put a lot of effort into this one, and the 
results speak for themselves; Alien Trilogy is one of the 
best movie-to-game translations to 
date. 

But is it another Doom clone? Yes, 
I’m afraid so. Though Probe tried 
pretty hard to differentiate Alien 
Trilogy from the current glut of Doom- 
inspired action titles, there’s really 
nothing too new or innovative here. 
But what is here is, for the most part, 
done right. 

All 3 movies are represented in 
Alien Trilogy , with each one being the 
basis for a 12-level section. 
(Obviously, they’re only loosely based 
on the films... I guess they figured 
that the Alien and Alien 3 games 
wouldn’t be quite so much fun if they 
each had a total of only one enemy.) 
This is probably the coolest part of 
the game... Though the play mechan¬ 
ics remain basically the same, there’s 
always lots of cool new backgrounds 
and a few new enemies to look for¬ 
ward to when you begin a new sec¬ 
tion. The games are all linked togeth¬ 
er by a few minutes of excellently 
done, very high-budget computer-ren¬ 
dered FMV. 

The game mechanics are very 
Doom... Explore large areas, pick up 
guns, shoot enemies, look for the 
exit, etc. But while the theme’s the 
same, Alien Trilogy has an atmos¬ 
phere all its own. The game’s very 
dark, and full of metallic colors, all of 
which light up for the briefest of 
moments when you fire a weapon. 
There’s a ton of different wall, floor, 
and ceiling textures, and this game’s 
artists have mastered the art of using 
cold, dim lighting to cover anything 


looking hospitals, control rooms, locker rooms, rec rooms, 
and even swimming pools. You’ll find plenty of furniture 
in these rooms, too, from cots to desks to cold-sleep 
pods. The degree to which you can interact with these 
items is impressive: You can blow open lockers, break 
windows, and even open up the cold-sleep pods. 

Complimenting the creepy mood of the game’s locations 
is the music... Full movie soundtrack style that sneaks 
into the game in a quiet, ambient sort of way, and then 
twists into a sort of panicked intensity when the action 
gets more intense. Beautiful stuff, and it’s well compli¬ 
mented by decently sloshy, squishy, alien sound effects. 

Another big addition is the variety of different mission 
objectives. Each game’s storyline sort of flows, from 
reconnaissance missions in the early parts to destroying 
(or fixing) specific targets in the later parts, and then to 
taking out a boss. Mission objectives include everything 
from destroying specific enemy specimens to collecting 
the ID tags of dead comrades. There’s definitely a good 
deal of variety here. 

But I do have some big complaints with Alien Trilogy. 

The enemies aren’t as well done as they could have been... 
They pixelate close up, to an especially embarrassing 
degree in the case of the face huggers. Even worse, 
they’re very lacking in the Al department. Infected marines 
just stand there and shoot you, as you shoot them. The 
bosses are particularly easy: Just maneuver them into a 
corner, and then unload your assault rifle, leaving them 
virtually paralyzed. 

Worst of all is the hit tracking. Like Doom , you can’t 
look up or down, so when an enemy is on a plane above 
or below you, you have to leave it up to the computer to 
know which direction you’re trying to shoot. But it really 
sucks at this, so the whole strategy of trying to catch ene¬ 
mies unaware by blowing them away from a higher plat¬ 
form or through a window is gone. The sad thing is that 
sometimes they can shoot up at you, even when you can’t 
do the same to them. 

While Alien Trilogy doesn’t really sue- _ 

ceed in being a better Doom than 
Doom , it does do something very few 
licensed games can claim to do; it 
makes you feel like you’re actual- K * 
ly existing in the world on 
which it’s based. And that j 

really is a rare and remarkable 
feat. So even though the pro¬ 
grammers missed a few key 
points when designing the play 
mechanics, the artists and musicians 
captured the feel of the films so well that I 
can wholeheartedly recommend Alien 
Trilogy to Alien fans. -Takuhi 


PlayStation 


1 ---1 with a spooky antiseptic glow. Each 

TAKUHI level has quite a few different areas, 

Truly an authentic Alien too, so while you may spend most of 
experience. Work on that the time in dark linking tunnels, you’ll 
hit tracking, though... find many well-lit and impressive 
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A couple of new twists on the Doom 
concept: There are obstacles, such as 
the steam vents, that must be avoided, 
and you have to use specific weapons 
to destroy specific obstacles, so be 
careful and don’t completely drain any 
one weapon just on enemies. 
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You can interact with just about any obstacle you 
come across in Alien Trilogy. You can open the 
cold-sleep pods to find the ID tags of alien victims 
(or, if you’re not so 

lucky, the chest ■■■hbhhm 
bursters who killed 
them), break win- 

dows and lattice ‘ipf — tfjjp jWf 1 W ■ 
walls for easy i|j§ n " 

shortcuts, and r~ 

blow away lockers 
and curtains to 
look for hidden 
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Here’s a look at Jaleco's new (and first next-gen) 
3-D racing game, Tokyo Highway Battle. At this 
point the game is quite early, and therefore still a 
little rough around the edges. Even so, THB has 
potential. 

Let’s start with the graphics. It’s obvious that 
Jaleco has taken the Ridge Racer approach to the 
game graphics. Like RR, Tokyo Highway Battle’s 
pre-race set-up screens consist of 3 rotating, flat- 
shaded polygon track layouts and multiple large 
rotating texture-mapped polygon cars. Out on the 
track, the deja vu’s continue. Imagine a game that 
combines the graphical look of Ridge Racer and 
Ridge Racer Revolution, the sweeping turns and 
elevation changes of Rave Racer ( Namco’s arcade 
sequel to Ridge Racer 2), and you’ll get a feel for 
what Tokyo Highway Battle is about. 


As its title states, the 3 tracks in Tokyo Highway 
Battle are taken from (surprise) actual streets and 
highways in Tokyo, Japan. Skyscrapers and bill¬ 
boards line the sides of each track and, unlike the 
race cars in RR, buses, 18 wheelers, sedans and 
other real-world vehicles populate the streets. 

For a yet un-completed game, THB features a sur¬ 
prising amount of refinement in the areas of car 
control and response. So, to say the very least, 

THB is going to play very well. Power slides play a 
big part in the gameplay. 

Jaleco may have a hit on their hands with THB. 

As it stands, the control is in fighting condition, the 
visuals are good, the 3-D scaling is decent, and the 
tracks are diverse and realistic. We’ll keep a close 
eye on Tokyo Highway Battle. K. Lee 
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non-linear gameplay. You’ll often find yourself a 
hundred or so feet over (or under) a given playfield 
A great example of this can be seen on the last 

page of this lay- 
K^^yjj^out where Ray is 
standing atop a 


huge tree which he 
first aecende , by 
jumping branch to 
[branch, and then 
| lofts off of to the 
adjoining platform 
below. Other 
such memo- j 
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rable gameplay elements are the many 
hovering platforms, lengthy water slides 
you must zip down and hurl off, and the 
all around feeling of height you get as you 
negotiate up winding paths. 

To say the very least, Floating RunneFe 
3-D platform gameplay is among the best 


yet exhibited on any next-gen platform. 
Another key element (or non-element in 
this case) is Floating RunneFe lack of an 
on-screen map. You’ll actually get lost in 
many of the huge levels. 

This ties in directly with actually finish 
ing the game, because you can die and 
continue an unlimited number of times. 
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Fox Interactive's tirst PlayStation title employs three 
totally different game engines, each varying in graphics 
and playability, but holding in common a feverish level 
of intensity. Die Hard Trilogy has 36 levels broken up 
■ evenly among the three different scenarios, but in an 
odd twist, you can actually switch freely between the 
| three games, instead of having to play them all in order. 

The game modeled after the first Die Hard is the one 
| most faithful to the movie on which it’s based. You must 
make your way up through Nakatomi Plaza, from the 
| parking garage to the penthouse. The perspective is sort 


ful and strategic than the other two games, but there's 
plenty of high-powered weaponry and villains to kill. 

The Die Harder game can be summed up in two words: 
Virtua Cop. It’s compatible with the controller or mouse, 
and should work with the gun, if one ever comes out. 

The shooting scene has 3 scenarios, an airport, snow¬ 
mobile chase (sounds promising), and helicopter ride. 
This scenario definitely delivers a lot more high-speed 
shooting action than gamers who have played Horned 
Owl will be used to (major understatement). 

The final scene is most similar to Twisted Metal, in 
that it features vehicular mayhem with a high degree of 
freedom of movement, . . r . _ mmmm 
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ot a cross between Commando and Lone Soldier, with a 
----- - POV that always fol- 

isstssr:* 

Str-a bit more suspense- 
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city. The settings cover many familiar locations of New York, from congested 
Wall Street roads to the grassy hills of Central Park. Although it’s a bit too soon 
to make final judgments, this is, in my opinion, the coolest part of the game. 

The visual effects are insane in Die Hard Trilogy, but the graphics aren’t just 
chrome. It’s all interactive, meaning there’s not much on the screen you can’t 
blow up. You can shoot up monitors at Nakatomi Plaza, blow up parked cars in 
NYC, and even crash a lew planes at Dulles just for kicks (just kidding ’bout that 
last one...). The details aren’t always just tor show, either. For example, blow¬ 
ing up a car in the garage from the Die Hard scenario activates sprinklers com¬ 
plete with translucent water you can walk through...very cool! Fox Interactive 
didn’t censor themselves in the carnage department, either; you get everything 
from blood pouring from John McClane’s glass-gouged feet to puddles of bodily 
fluid from mistakenly shot hostages. Look for the full review in a future issue of 
GameFan. -Orion 
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ory card or cartridge to save at the midpoints), 200- 
some hidden areas, and over a dozen little mini¬ 
games. Each world has pretty much the same settings 
as before, but with a lot more variety. Added to the 
pirate world, for example, are the ability to ride on 
cannons, battles in sunken treasure rooms, and a raft 
chase. 

Other areas are inspired by a host of video game 
classics: You can fight ghosts Pac Man- style by finding 
power pellets in the haunted house, for example. 

Other scenes pay tribute to such classics as Space 
Invaders, Berzerk, Centipede, and Tron, and there’s 
even a graveyard shooting level modeled after the 1st 
stage of SNK’s Viewpoint. Very cool. 

The whole game is put 
together in a Yoshi’s jh 
Island sort of way, 

where you can ! * 

go back to 4 jC& 

replay stages 

beaten to find the * . v 


we’ve been seeing pictures 
of the 32-bit versions of Spot Goes to Hollywood for 
[nearly a year now. The 16-bit versions are out, but it’s 
hard to really get into a game when you can’t stop 
thinking about how much better the upcoming Saturn 
and PlayStation versions are going to be. The long 
wait’s not over yet, but at least we finally have some¬ 
thing to show for it. The 32-bit Spot has the same solid 
play mechanics, but more levels, more colors, an 
arranged soundtrack, and some of the best CG cinemas 
you’re likely to be seeing any time soon. 

The version we’re showing here is pretty bare 
bones... When the game’s finished in April or May (it’s 
not due for release ’till the second half of ’96), it’ll 
probably look quite a bit different. As you can see 
here, the levels mimic the same themes as in the 16- 
bit versions, but with many more scenes; while the 16- 
bit versions were rushed out for a holiday launch, the 
32-bit teams are being given all the time they need. 

So Saturn and PlayStation owners can look forward to 
23 multi-part levels (in which you can now use a mem¬ 
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hidden stuff. But if you get a 100% in Spot, 
you get a lot more than some lame little star 
on the title screen (yes, I’m still bitter about 
Yoshi’s Island...). I won’t tell you exactly 
what, but it’s clearly something Virgin’s put a 
lot of time into. 

There’s no system specified for the game 
you’re looking at now, because as of yet, 
both 32-bit versions are exactly the same. 

But in a few months, they’ll be split apart, to 
be improved in whatever applicable ways. 

For the Saturn version, that means mist 
effects and souped-up backgrounds, and for 
the PlayStation version, more polygon effects 
and possibly some transparencies and light 
source-shading (although Virgin’s developed 
a sort of software light-sourcing technique 
that is employed in both versions.). The two 
versions will be released simultaneously. 

Also new to the 32-bit versions are some 
very impressive intermissions. The opening 
is particularly impressive, and looks nearly 
laser disc quality on the PlayStation. 

Virgin’s wisely decided to eschew Cinepak 
for the Saturn version, and the video through 
their own FMV driver looks almost as good 
on the Saturn as it does on the PlayStation. 

The music will also turn some heads. 
Perfectly-fit John Williams music has been 
chosen for the cinemas, while Skeleton 
Warriors composer Tommy Tallarico is han¬ 
dling the in-game music. The quality is 
excellent, and Virgin’s used a new little trick 
to allow them to loop the music that’s actual¬ 
ly recorded on the CD, so you not only get a 
seamlessly linked soundtrack, but 
also get to listen to it through a y 
regular CD player for free. 

So Virgin definitely has a strong % 
foundation for Spot’s 32-bit * - * 

conversion here, it’s just too 
bad we’ll have to wait so long ^ 
to actually play it. But hey, ' 
we’ve waited this long, a few more 
months won’t hurt, right? Stay tuned for a 
full review before their summer/fall ’96 
launch. -Takuhi 




31 






















HdRkOR^ 



mn 

|Hni • ." Sfe. ijdL. •; 



>» ? i 

. * Bj 

v 

SR. .i * 1 |. 

m „ ik 

jj* 

M 

'- ^ t i, 

*t 

M 

pQ&l | 




















:: 






11 mx-j 

A 1>i mil >.•,«■'* J 


nTn 

nil 9b , • 



/ 1 






















: 






HflINO 4< + C 

HOLY TURN 4- 4< + B OR C 

0K0TA220! B + C SIMULTANEOUSLY 
FIRE 4^-»+Z 


IBUSHI GINJIRO 

RYU GENJETSU 

i 4- + B OR C 

RYU TAIJUTSU ^ 

+ B OR C 

SOJUTSU MUISHEN SO 


KATON 

-»4^+Z 

RAIDENSHO 

<-4-->+Z 

RAIDON 

vLt+Z. 


. m 


RANDY GHttN 

KUUBUSEIYIPAKON 

4- 4>+ B OR C 

HOSEKISEMPUNKON 

+ B 

GOKUSAKON 

B RAPIDLY 

FIREBALL 

4>^i-» + Z 

FIREWALL 

ir+z 

THUNDERBOLT 

+z 

\ io^ 




HAN SOMEWELL m ~ 
HAN DYNAMITE 4^-> + B0RC 

HAN SPECIAL B RAPIDLY 

[MjJEM 


HAN FINAL 

4-4- + B OR C 

II Ulf LIUIILII OLUfl 

! # OF PLYRS 1-6 

REVIEW 

HAN MAXIMUM 4- 4-+ B OR C IN AIR 

. 1111 

|f|PP»ji| 

:< 

HAN MIRACLE 

HAN BURNINGS 

B RAPIDLY IN AIR 


1 selena CORSAIR 

SONIC BOOM 

4^-» +B0RC 

MOON SLICER 

4-t+BORC 

JUSTICE BLADE 

4^ 4- + B OR C 

PHEONIX ARROW 

4< -> + Z i 

THOR HAMMER 

1 

->4/ + Z 

[ wild tiger fang 

> 

4< 4- +Z 

- 






I \ 

p-"' : J 


1 jtf | 




mm , 

1 . w'y > ; 

■ • - 


^ ^ "IX 








































up the undead one's command menu and direct him four ways. 

After defeating the enemy here, you must choose from three pos¬ 
sible destinations which ultimately branch out accordingly to 
many, many, more. The path shown led to level five, while anoth¬ 
er takes you to level three, and one even further. I have yet to 
travel all thirty levels in one game. The amount of variables in CH 
is mind-bogglingly vast. Not only are up to five options dis¬ 
played several times during the game, but the character you are 
playing may also play a role in the game’s outcome. 
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Remember, you’re in control of the undead hero. 

iiiL _• _xL_» * r.n i ..i . 


When passing though towns filled with innocent 
people, command him to harness his sword. If he 


Enemies will attack, tempting you to 


enemies will attack, tempting you to re-arm 
your undead friend. If any townspeople wai 
der through the battle, check what plane 


;ills innocent townspeople, bad karma will 
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At the end of this road, you’ll have your first encounter with Reinhart Vulgar. Depending on the situation, he can either be friend, or foe, or both. After attack¬ 
ing you here, he is betrayed by Cannon C. Grey and his wizards. Cannon entombs you in an energy field and takes you on a journey through Heaven and Hell, 
alonj the way filling you with his evil wisdom (at least in the import version). Once you return, you will have to make a decision... attempt to kill him, run 
away, or fight another day. Magic has no effect on Cannon, and he is a ruthless opponent. Run away and you’ll pay later... 
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actually jot seen over here, but as we all 
know, we’re just not ready for it. Even with 
the receptacle-bound art, Guardian Heroes 
should be played by each and every Saturn 
user. It’s not only a testament to tne system 
2 -D power, but a true revelation in the side- 


There are five paths to take from level ten, one of which will land you in this 
infested cave. After fighting your way through hordes of flying gargoyles, 
bloated demons, and assorted other rleshies, you’ll once again meet Cannon. 
Refuse him again and you may end up in level twenty three! 

The easiest way to see every level Guardian Heroes has to offer is to breeze 
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first time, avoiding the heavier battles. After bea 
ice, you’ll vain access to Selena, who is just abou 
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What, you thought I was finished? No way. These intense shots from a later level oujhta convince anyone with a pulse that GH kicks ntt in a bij way. 
Actually,our Iron Rain CO wouldn’t boot up, so I’ve jot some extra space to fill. You’ll see Game arts’ IR(Cun Griffon) nexf sh. 


After beatin j Guardian /Zeroes the first time, you can choose 
Selena. She’s by far the strongest character, and can jujjle 
opponents indefinitely. Depending on which path you choose 
ana character you select (there are hundreds of combina¬ 
tions), each time you beat the jame, you’ll earn the rijht to 
control your fallen foes in the six-player vs. mode!... FIGHT! 
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you’re flanked by parallax on both sides) is one 
of the most impressive scenes in the game. 

And some of the effects, like the water in level 
4, are unbelievable. Not only does the water 
flow and sparkle realistically, but you can see a 
perfect wavy, murky image of the Sea Chicken 
boss when he’s underwater, and an equally 
perfect reflection when he’s above it. Speaking 
of which, that boss conflict (pictured all around 
this text) has got to be one of the most impres¬ 
sive scenes in video game history... And I don’t 
even want\o talk about how cool the last boss 
is. 

Our version wasn’t quite finished, so we’re 
not sure exactly how Team Andromeda will 
implement the game’s new multi-path levels 
and dragon maturation system, but the variety 
in both areas is definitely welcome (see the fol¬ 
lowing pages for details). The other new addi¬ 
tion this time around is the “Berserk” feature, 
a special bar that increases as you kill your 
foes. At the press of a button, your dragon 
unloads all of this pent-up anger, by rapidly 
locking and firing its lasers at just about any¬ 
thing that moves. The only disappointment is 
in the music... It’s still pretty good, but it’s all 
PCM, and isn’t by Yoshitaka Azuma, Panzer T s 
composer. Still, the new guy’s clearly studied 
his predecessor, and the 
| new soundtrack upholds 

IP- J* M the mood quite well. 

' V Panzer hits Japan in 

▲. / March, and here only two 

months later. Until then, play as 
much of Panzer 1 as you can, 
because once you’ve seen the 
sequel, I have a feeling that 
you’ll probably never be tempt- 


The first releases of the new 32-bit platforms 
brought lots of quality games, but very little in 
the way of innovation. You get fighting 
games... in 3-D! Driving games... in 3-D! 
Action-platform games... in 3-D! Not that I 
have anything against classic genres being 
done better, but I wanted something new, 
something innovative. That’s why Panzer 
Dragoon stands as my single favorite title of 
32-bit’s first year. Sure, it’s been beaten in 
terms of graphics many times, but it was actu¬ 
ally something new. Anyone who says it’s just 
another first-person shooter hasn’t really 
played it. 

Even more than that, Sega poured time and 
money into giving Panzer a mood and feel 
unlike any other: the insane organic technology 
of the enemies, the oddly exotic settings, the 
brilliantly unconventional soundtrack, and a 
story and quest that gave the game an almost 
dream-like flow. It was a masterpiece. But, as 
it turns out, it was only the beginning. 

All the things that made Panzer Dragoon 
great are back in the sequel (except for the 
music), but it’ll be a while before this one’s 
beaten in terms of graphics. The increase in 
graphic quality is astounding... The original 
Panzer, which blew me away less than a year 
ago, now looks laughably bad in compari¬ 


son. The new levels all have a great deal of 
variety in terms of backgrounds, and have 
almost no perceptible pop-up. Enemies and 
sprites are smoother and even 
better animated, and come 
much closer to you than they 
ever dared before. The pro¬ 
grammers actually thought of a few 
ways to use the Saturn’s 2-D 
prowess to create better 3-D, and 
as a result, level 3’s forest (in which 


ed to even touch the original 
again. -Takuhi 
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The most frequently heard complaint about 
the original Panzer Dragoon was that it was 
on tracks; you could fly around freely, but 
only on a preset course. Though Panzer 2 
has yet to achieve total freedom of move¬ 
ment, levels 2-4 (and possibly more) each 
have at least one fork, with totally different 
backgrounds, and enemies in levels 2 and 4, 
and different mini-bosses in level 3. We’ll 
have to wait till the final version to see if 
Sega expands on this further. 
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chameleons, and other such mutated beasts are 
a constant nuisance. The 3-D gameplay, howev¬ 
er, is really the star of the show. Lush greenery 
surrounds you as you negotiate huge maps, 
with nicely shaded polygon highlights sprin¬ 
kled generously throughout each 
level. Play mechanics 


..jv mechanics 
include strafing, 
jumping, running, 
and useful 180 
degree autoturns. 
The depth is pretty 
amazing ana 
there’s generous 


mrallax in every 


parallax in every 
level. 

Realizing Confo is not ~ - 1 

ioo7. tweaked, I did get rather frustrated, well, very frus¬ 
trated, by the constant reversing of the controls intermittently 
through the first few areas. Having to constantly adjust to 
backwards commands at key moments seemed a bit excessive. 
Turning around manually seems a bit drawn out as well. 
Otherwise, I have nothing but high hopes for Confo. It’s not a 
Doom clone, has some inventive special effects (earthquakes 
rock the entire playfield in Zinj) and as I said possesses an 
impressive 3-D engine. The final touches are going to make or 
break this one, so join me next month for the last word on 


Sega’s Conyo. -E. Storm 
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An RPG set in a splendid 
3-D polygon world, com¬ 
plete with a refreshingly B a f 

“light” storyline, tons of 
areas to explore, and hav¬ 
ing some of the best RPG 
music ever, all on my 
3DO?? I know, it sounds 
crazy. Thanks to MicroCabin, my 
opinion of the 3DO just took a turn 
for the better. 

If you read Takuhi’s review of Sword 
and Sorcery (the Japanese version of 
Lucienne’s Quest) in the February issue of 
GF, you’ll notice the game sounds like it 
has a simple, but fun quest. Taking the 
role of Lucienne (a young sorcerer’s 
apprentice), you’re thrust into a light-hearted 
adventure when you decide to help a man 
who seeks your absent master’s aid. The 
quest system here is set up like any other 


RPG (the only way 
to achieve the main 
goal is by complet- 
ing many smaller 
missions along the 
way), but the prob¬ 
lem is, Lucienne 
begins to accept each new 
quest without any personal 
reason (“There’s a bad man 
in that castle? SURE, we’ll 
kill him!”). While this in 
' itself isn’t a big deal, just add the 
often childish dialogue found 
throughout the game’s translation 
into the mix, and the impression is 
given that Lucienne’s Quest ms made for 
people who’ve never played RPG’s before 
N and wouldn’t mind the absence of a 
deep, involving story line. It’s also 
worth mentioning that Lucienne is 


ORION 

POSSIBLY THE BEST 3DO 
GAME EVER. 
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™ Not only looking good, Lucienne’s Quest is 
also blessed with an amazing soundtrack. Let’s put it this way: 
In how many other RPG’s have you ever felt bad leaving that 
town/cave/castle only because the tunes 
JBfip- were so godly? The music here is some of 
the best around, as once again 
IVlicroCabin has created a soundtrack so 
\ incredible, it’s almost too good for the 
* game it represents. 

Not satisfied with the current 
. .z &m ' menu-driven battle system found in 
most RPG’s today, IVlicroCabin 
JpSSSSm improved on the basic idea by 

scattering “obstacles” around the 


battlefields. Adding a strategic element to 

the basic battles, these obstacles can be used to your advan 

tage by hiding behind them (you’re given a small space to 

move your character around before giving a 

command), or they can be destroyed to open 

the way to the enemy. The magic used 

here is the standard RPG fare (healing 1 

spells, fireballs, etc.), but they’re dis- >. ***,<■ 

played here in great graphic detail, some ^ 

going to the point of actually altering the 

texture-mapped battlefields with polygon 

earthquakes and such. And the best part „ 

is, even though the attacks on the world 

map are the standard random surprises, 
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increase levels every other fight. Actually, it s very possible to 
beat the game without ever dying once, thanks to an option that 
restores all your life energy anywhere on the world map. Of 
course, while this adds to the fun of never get¬ 
ting stuck, the lack of any true challenge can’t s 
be ignored. ... 

Well, I'm impressed. I’ve played a very •# 

enjoyable RPG on the last system I’d 
expect to see one on. And even though rfRSfr'j 
Lucienne's Quest has many elements that SBra 

make it sound like a beginner's RPG, there •—tuft 

are more than enough features that could draw Ba y 
even the most seasoned player in, and shouldn’t H 
be overlooked by anyone owning a 3DO. -Orion 


fights in caves (or buildings) are always in predetermined 
spots, allowing you to explore without fear. 

With at least three huge maps to explore (including one in an 
alternate dimension), over twenty towns 

__,>.L_ i and other major locations to visit, and four 

V ' v ^ “ other party members to find (or create), 

\ \ Lucienne's Quest should take you a good 

15 hours to beat. Sound like a small com- 
J \ pletion time for a game that seems to be so 
( h vast? The reason why is simple: This is 

II ,tie most balanced RPG I've ever played, 

; and that’s not always a good thing. Gone are 
' ' the days of fighting random enemies to level up 

so you can beat that impossible boss. InLQyou 




















The bucket is at no use here. 


Search chests to find key elements. Suits of armor conceal hidden 
secrets. Use the ventilation system to move about the many rooms of 

Whitley. Use chairs fopmore than just sitting. Toggle switches to 

open gated rooms and cp(¥idors. Find some helpful reading in the 
study. Visit the garden. Pick a rose for Kat. You still can’t use 
the bucket! Bring the rose and finished portrait to Kat and the Doc. 
Sit back and watch the story unfold. 
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t ) opiy backwards. 

| , 1 remember I didn't go 
y tfficre i Was supposed to. 
I stayed behind so my 
j)ad Wouldn’t be lonefo 


DIFFICULTY - N/A 
AVAILABLE APRIL 




It’s a beautiful 
red rase. Tins 
would make a 
gnat present 
for kat! 
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Tes I an). Ai)d so 
esc mg cedes , JJfodriu 
.5ti*ic and Fatso. 
y Toe have to watch 
* oCt for then), Tfcy rr 
POTfnejxfl ^ 


I ren)en)ber noWL 


He ii)Va)ted a 
rnadpne to bring 
me back to Kft„ 
the Ijzaics! 

I remember! 


\yj)<>d W it, so 
’ no one wodd find it 

f fkt i remember 

y Where it is! It's in 

the secret laboratory! jl 1 


CASPERS ONE OF THE BEST 
CINEMA PORTS EUER. 


What you’re looking at is one of the 
best things that’s happened to the 
3D0 this year. Casper is one of the 
few games that I’ve played, especially 
in the adventure/role playing genre, 
that I can confidently say will appeal 
to both kids and adults alike. The 


appeal for younger gamers is of 
course harnessed within the splendid 
graphics which easily challenge any 
3D0 game to date, while the adult 
player will find the puzzle-solving and 
interesting mixture of gameplay ele¬ 
ments intriguing. 

As Casper, it is your job to suc¬ 
cessfully blend with the fleshy’s, 
assemble the Lazarus machine, your 
late father’s magical re-animation 
device, and fend off your fellow (but 
very unfriendly) ghosts, Fatso, 
Stretch, and Stinkie. I’m actually 
only a couple of hours into Casper 
and that’s what I’ve been able to do 
so far. I believe this game’s got 
legs... long legs. 

Being that this is Casper, the 
friendly ghost, the friendliest ghost 
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Now that QtSper 
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he might get some faoeg ^ 
ideas ctbo^it becoming \ 
a fleshie himself. 
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you know, I was expecting a simple, and utterly adorable adventure that I’d race 
right through. Imagine my surprise as I became totally perplexed while negotiate 
ing the huge mansion, in search of countless clues to perform each seemingly sim¬ 
ple task. All the while quality sounds and effects abound, along with zero bore¬ 
dom. I’m definitely 
intrigued and will return 
next month with a full¬ 
blown review along with 
some more helpful hints. 
See you then... Fleshy! 
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Rid Casper of Stinkie’s company by taking his picture. 
Try a hamburger on Fatso. 
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REVIEW 



DEVELOPER - ART DATA 
PUBLISHER - ART DATA 
FORMAT - CD 
# OF PLAYERS - 1 
DIFFICULTY - ADJUSTABLE 
AVAILABLE - NOW 
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Doom, ID Software’s first person masterpiece, has finally 
migrated over to the 3D0. Unfortunately, this game was proba¬ 
bly better off staying at home, or on the PC, the PlayStation, the 
SNES; anywhere else but the 3D0. Can the 3D0 version of this 
V game really be all that bad? It can, and is. Let me explain... 



By far, the most annoying aspect of this game 
is the horrendously slow frame rate. The size of 
the play screen is configurable to your liking 
(the smaller the screen, the faster the frame 
rate). But even the smallest, fastest screen is 
still unacceptable from a pure gameplay stand¬ 
point. If three or more enemies simultaneously 
populate the screen (which, in Doom, is often 
the case), the game doesn’t just slow down, it 
screeches to a near halt. 

Adding insult to injury is the fact that the 
frame rate is so jerky at times, it becomes diffi- 
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cult to aim your weapon (remember, this is the 
“smoothest” screen mode we’re talking about 
here), hindering the playability of the game 
severely. If you’re crazy enough to play Doom 
in the full-screen mode (via a code), then you 
can enjoy a screen update rate of 7 frames per 
second... Yes, you heard me correctly, ONLY 
SEVEN FRAMES PER SECOND (What is this, 
MYST or DOOM?). 

So, are the glitches and gameplay problems 
in this game just a by-product of the 3D0’s 
graphic inabilities? I don’t think so. Killing 
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Time end PO’ed both had full-screen graphics, 
acceptable frame rates, and, arguably, even more 
complex graphics than this version of Doom. 

Plus, keep in mind, Killing Time and PO'edmte 
created from scratch, whereas Doom has 
been done many times before. It’s not as 
if porting Doom over to a different system 
* ' is some monumental task... Oh well. 

Plain and simple, this version of Doom 
is one you should stay far, far away from. If, on 
one hand, you’re looking for an enjoyable and 
playable version of Doom, get a PlayStation 
a PC version, a SNES version, get 


W version 

^ anything else, but please, spare yourself the 
hemorrhaging pain of this 3D0 version. If, on 
the other hand, you just want to play a decent 
first-person shooter on your 3D0, Killing Time 
and/or Pfl’edmake much better 
choices. I just can’t recom- ^ 
mend this game in any way. f 
It doesn’t really do the Doom 
name any justice. -K. Lee 
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The whole black/white buddy thing is in full force in P 

like Gillian was Harrison Ford. Luckily, the theme anc 
Weapon as you can get. The story unfolds In an ultra¬ 
seven acts, and an epilogue... The shocking truths ke 
you’ve reached the final, ultimate conclusion... you re 
worse than you ever imagined. 

The graphics are mostly still pictures with slight ani 
sunlight effects have been added to this version (the p 
9821 and 3DO), and the great amount of fovin 5 CG and 
the Bubblegum Crisis 1 series) are way cooler than the i 
leal Konami god. Has Konami EVER done a bad soumf 
here from sitar-heavy mood pieces to classical and roi 

Everyone needs to experience Policenauts. If sports 
out here they must be shot, drawn, and quartered... a: 
overdose on NARC. They were brave enough to bring 
currently the most sought-after Sega CD game on the I 
game, there are various references to Snatcher \\\a\ tii 


k theme park LucasWorld makes an appearance 
} Japan, was in Snatcher ), Napolebn has a cam? 
,\i you can play the Snatcher theme song if you 

I examine Kenzo’s CD collection in Karen's 

\ house, and the character Meryl was a mem- 
; ber of Fox Hound, the elite police team 
i\ that was parf r of Snatcher’s back ** 

O story. At any rate, Policenauts 

for th&lKyStation is the best Ifll 
f version yet and has what I UU 
jf believe to be the best storyline in VHL 
| any game, ever. A CD called 

II Dnlinonnnio Dtitioio rnllonfinn io Qkn tl. WBslk> 


1/ Ij Policenauts Private Collection is also^ 
■P’ 1 available, which has interviews, the 
11 § making of, looks at the PC and 3D0 

.'^versions, the entire game 
script and storyboard, 

wpJ: 7^\ a music test, charac- - 

ter design sheets, \ 

and other goodies. 

' - Mink Roy 


Nick Rox 
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not that the acting itself is bad, I just quickly got real tired of 
hearing “There’s a missile right on our tail, shake it off!” every 
few seconds. 

Sidewinder ms a good attempt at making a true flight Simula 
tor, but sadly enough the low speed killed it. Not that it’s a bad 
game; if viewed in the same light as Air Combat, it can only be 
considered a definite upgrade. But, of course, that’s not saying 
much. Thanks, but for my flight needs, I’ll just stick with 
Warhawk ior now... -Orion 


far. Missions take place over nearly every landscape you can 
imagine, ranging from the standard mountain ranges to foggy 
ocean coastlines. You’ll find yourself destroying huge aircraft 
carriers, leveling oil fields, and even protecting a passenger jet 
from harm. 

Aside from the annoying “warning” voice, the sound effects and 
music in Sidewinder are outstanding. The guitar background suits 
the gameplay, and every jet and helicopter emit the perfect sound 
as they close in for the kill. The voice, though, needs to go. It's 
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SHIGEO MAR U YAM A ^ 

' TERUHISA \ TOKUNAKA 


big act/plat drought, this saddens 
me to no end. Here’s a brilliant 
platformer that, if not 
for the ear- 


(which would have fif/ 
to be changed), has no 
faults, and it’s still not available in the r 
U.5. Hermie and Motor Toon Grand Prix, 
both of which are already sequel-bound in 
Japan, must make their way stateside. 3-D’s 
cool and all, but isn’t variety the spice of life? 
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to be impressed. 

The only cool thing about Stahlfeder is the variety of ships, 
each of which has two different weapons you can switch 
between at any time. So if you want to play it again, you can 
have a somewhat different (but equally painful) experience 
with a different ship. Except of course you won’t want to play 
it again, ’cause you’ll probably beat it the first time. That is, 
if you can handle the stupidest last boss in the history of 
video gaming. 

It has some choppy parallax and okay effects, which is a 
heck of a lot more than Two-Ten Kaku ever had. So, if for 
some reason you had to buy an overhead shooter for your 
PlayStation, and already had Gunbird and Twin Bee 
Yahoo and Philosoma, buying Stahlfeder would 
be slightly preferable to buying Two-Ten **'*>•- 

Kaku. Of course, let’s face reality here. When ♦ V; 
would anyone ever really be in that situation? w 

This whole paragraph is just a horri- _ * 

bly failed attempt to say something ^ 

nice about Stahlfeder. I probably 

shouldn’t have even bothered. It’s 

just a complete and utter pile. -Takuhi ^ Jr 


I’ll keep this short. Stahlfeder is thoroughly awfu... er... 
bad... er... well, it’s okay, I guess. A little bit worse than 
that, maybe. Or... well... Gah! I want to just cut into 
Stahlfeder, but something keeps stopping me. That some¬ 
thing is Two-Ten Kaku. Yes, you probably missed Two-Ten 
Kaku. We did it last issue, but had to cut it to make room for 
some other game that didn’t suck as much. Yes, we didn’t 
cut Horned Owl, we didn’t cut Dead Heat, we cut Two-Ten 
Kaku. That’s just how bad it was. 

So, compared to a real shooter (say, Galactic Attack ior the 
Saturn), Stahlfeder is a festering, painful boil. But compared 
to Two-Ten Kaku, well, it’s a masterpiece. Well, that might 
be going a bit far. Even keeping Two-Ten Kaku in mind, it’s 
still pretty bad. But not quite as bad. Nothing’s as bad as 
Two-Ten Kaku. 

But anyway, Stahlfeder. Six levels. Really, really, slow- 


Playstation 


moving. The only thing that keeps you awake is the sound¬ 
track, each song of which starts out kind of good for about 10 
seconds, but then loops the same grungy techno-ish riff about 
6 trillion times in each unbearably long level. Each level has 
a couple of polygon enemies, and a polygon boss, but they’re 
such a snooze to fight, and look so out of place, that it’s hard 
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IF YOU ABSOLUTELY 
MUST HAVEA SHOOTER, 
DON'T BUY STAHLFEDER! 
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hi eld III □ ^Weapon llll SSfcetf 11 ■ 
Name:>t Schwalbe Age: 23 Sex: Male 


Shield ■■■□□ Weapon ■■■□O^eerfUlli 
Name: Krahe Age: 24 Sex: Male 
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■ Jumping Flash! B 

4 Here’s a few more shots of Jumping Flash! 2 . Although it 


looks very similar to the original, JF!2 offers many more 
levels than its predecessor, which is all the original needed 
to be a transcendental experience. Jumping Flash! 2 will 
be available sometime in spring; we ll have a review soon. 
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Hello, and welcome to the new multime¬ 
dia Postmeister! Yes, as you can see, 
I’ve exploited the advanced computer 
technology of today to bring you a pie 
chart, and a cartoon! So, anyway, I 
thought you might like to see a scientific 
breakdown of the kind of mail I receive 
here, so I’ve painstakingly compiled the 
info... for you. Because I love you. Each 
and every one of you. Well, not all the 
anti-violence wackos and Atari Jaguar- 
related conspiracy theorists, but all the 
rest of you. So, if you ’ll turn your atten¬ 
tion to figure la, you’ll note my lovely 
pie chart, showing the most common 
reader concerns. And in figure 1b, the 
games I’m most often asked about. 


Pie chart: 

Most frequently broached issues: 



26 % 


We get many impassioned pleas from 
readers wanting to start pro-RPG letter 
writing campaigns, political parties, fire- 
bombings, whatever. You have the 
Postmeister’s full support... 

p4% Square and Enix 
Are Square and Enix really not releasing 
any more games here? For the time 
being, yes... 

|12% Saturn Inferiority Complexes 

It’s funny, ’cause we get more letters 
from Saturn owners than from owners of 
any other system, by far. And they all 
start with “I know I’m the only one in the 
entire universe who prefers the 
Saturn...” Pretty pathetic, really. Sega 
should start some group therapy system 
or something... Let’s just all have a hug. 

■12% Cover Art Butchery 
Next to RPG’s not coming out, our read¬ 
ers’ most impassioned concern. We get 
hundreds of letters about this every 
month, and I assume game companies 
must, too... Too bad none of them seem 
to care. 

11% Atari L overs 

People who just can’t accept that the 
Jaguar is dead, and people who blame 
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us for killing it. Sorry folks, it’s over. 
Accept it. 

People pointing out that changes were 
made in VFII and Rally after we reviewed 
it. My favorite quote: “I hope you jerks 
at GameFan get beat down by the locals 
the next time you go to Nippon. ” We 
love you, too. 

8% General Wackos 
About 3/4 of the letters that fit this col¬ 
umn are damning us to hell for interview¬ 
ing Glenn Danzig (or as one reader lov¬ 
ingly referred to him, “Lucifer. ”), and to 
a lesser extent, Clive Barker. The other 
quarter is made up of people accusing us 
of glorifying violence by covering Mortal 
Kombat and Legacy of Kain. 

3% Want PCFX info 

We’ll have an PCFX update next issue, 

probably. 

3% Atari Conspiracy Theories 

This one probably shouldn’t count, 

’cause it’s only like two people who write 
about 600 letters a month each. One 
constantly tries to prove that Sony and 
Sega and Nintendo (all guided by the 
Japanese government) brutally crushed 
Atari because they’re American. He 
sends them to us because we’re “the 
only ones [he] can trust.” The other 
guy’s theory is too convoluted to fully 
comprehend, but somehow, we’re to 
blame. Sad, really. 

Most often asked about games: 

1. Samurai Shodown III 

This one’s been gaining steadily, and 
now everyone wants to know what it’s 
coming for. Just the PlayStation and (of 
course) Neo»CD as of yet. 

2. Secret of Mana 2 

This one’s been #1 for the last couple of 
months, but people are finally starting to 
lose interest... Or, rather, hope. 

3. Marvel Super Heroes 

No word from Capcom yet. I doubt a CD 
system could handle it without some sort 
of memory cartridge... 

4. Genso Suikoden 

Now that Arc the Lad and Beyond the 
Beyond are confirmed, PlayStation own¬ 


ers are getting behind this one in a big 
way. 

5. Resident Evil (for Saturn) 

The #1 concern of Saturn owners, now 
that RayEarth and Shining Wisdom are 
confirmed. Sorry folks, no word yet... 

6. Ultimate Mortal Kombat III 

It’s coming for just about everything 
except the N64. 

7. Castlevania 

This year for the PS-X, Saturn version 
still in doubt. 

8. Tenchi Sozo (Creation of Heaven and 
Earth) 

We’ve heard Nintendo’s licensing it, but 
still no confirmation... 

9. Romancing Saga III 
Not a chance, I’m afraid. 

10. Dragon Quest VI 

A possibility for a Nintendo license, but 
don’t bet on it. 

Dear Postmeister, 

I have some questions that I’m sure a lot 
of people want answered. Please 
answer at least a couple of the more 
important ones. 

1) Is Akira Toriyama alive? A Korean 
friend of mine recently returned from his 
native land with 38 tapes of Dragon Ball 
and the news that their creator had died 
in a tragic car accident. If, heaven for¬ 
bid, my slightly unreliable pal is telling 
the truth, does this mark the end of 
Dragon Quest and Chrono Trigger? 

2) Why did Capcom change the name of 
Street Fighter Zero to Street Fighter 
Alpha ? 

3) What happened to that new four-button 
fighter involving robots that Capcom was 
developing? 

4) Will that cool looking Robotech game 
for U-64 still be coming out upon system 
release? I didn’t see it in your review of 
the Shoshinkai show. 

5) I’ve looked high and low for Dark- 
stalkers 2 in the arcades, to no avail. Is 
it planned for the home systems? 

6) Is Resident Evil going to be exclusive 
for the PS? 

7) What does Konami have in store for 
the new systems? Anything new? 
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__ Home fighters today seem to be getting more 

and more advanced, from the smooth animation 
SEGA SATURN of Night Warriors to the massive amounts of tex¬ 
tured polygons in Tekken 2. Then Ninku came 
DEVELOPER - SOJ along. Having a more “cartoony” look than most 

fighters (actually based on the popular anime of 


the same name), this game relies on humorous 
gameplay rather than strong mechanics or visual 
splendor for its appeal. 

First of ail, Ninku has some of the strangest 
characters, with the weirdest moves, I’ve ever 
seen in a fighting game. One of the more 
demented of the 8 selectable fighters is Touji, 
who does things like taking off his loincloth (the 
only fabric on his body) and using it as a weapon 
(we won’t even go into his super). Then there’s 
Fusuke, who’s got to be the coolest fighting game 
character of all time. This little dude uses his 
small size to run under fireballs, and licks his 
enemies to humiliate them. 

The moves are easy to perform (nothing really 
more complex than the standard fireball motion), 
and the more you use them, the 
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are gorgeous. Before each match 
the camera pans around the cur¬ 
rent stage, giving you a perfect 3-D 
view of each texture mapped level. 
The music is also very good, with 
tunes ranging from classical to 
techno, each of which perfectly fits 
the background it represents. 

Ninku is a hard game to hate. 
Even with its choppy character ani¬ 
mation and lack of difficulty, I still 
found myself having a good time. 

If you’re a fan of the anime, or are 
just looking for a laugh, you cer¬ 
tainly wouldn’t be wasting your 
time giving it a try. -Orion 


faster your special move bar fills. 
The special moves are also simple 
to pull off, adding to one of the 
major faults of this game: Ninku is 
way too easy. I was able to beat 
the game, using two moves over 
and over, without even losing a 
round. 

Unlike most fighting games, 
Ninku's characters are all anima¬ 
tion based (they all look exactly 
like their TV counterparts). 
Actually, this would have been a 
great idea, if the fighters weren’t 
missing so many frames. The 
backgrounds, on the other hand, 
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Working Designs has picked up yet another burning hot lapane: 
Dragon force features a complex stor y, many, many characters, 

and as you can see, Jk 
the mostspectaciuflB 
larfiyht scenes 
ever in an * 

RPG/strat setting. OF 
releases this May in 
lapan. Look for the US 
version after vou come down 
from RayEarthanA Shininy 
Wisdom. 


bred RPG 


tomb 

RAIDERS! 


starring 

_ CRUZ 

Tomb Raiders \s starting to look as ^ood as the story sounds. Check 
out the added textures since we showed it last (Nov. ’95). TR may hit 
first in lapan. That means actual ?ood box art to you and me and a 


Masaya’s Lanfrissaj, with character design by 
Plastic Littles Satoshoi Urushiba, is due in June. 


case you don’t need a yaraye for! 


w m kba ... v m *1® i 

Unlike its Super Famicom predecessor, Albert 

Odyssey Gaiden is traditional 

role playin?... no strate- / 

yy included! No news / ^ 

yet on a US release but 

AOGis set for a March ‘ 

release in lapan. - 


Word is that Fiyhtiny Sonic, atony with two other Sonic yames, are headed 
our way. Here’s the skinny riyht from the AOU show floor. Eiyht 
characters so far with eiyht special moves each, so far. Get hit, 
v lose rinys. Pick 'em up duriny a fiyht for bonus points. Sound 
Sonic-ish, sound awesome ? Well, it is! Sonic and the rest have 
a || their trademark moves like 
Sonic’s spin dash and Knuckles 


flyiny and, the name moves 
like a dream. I’ll be brinyiny 
you MUCH more on ff next and 
j every month alony with more 
■ info on the Satum version if it 
is indeed confirmed. Seems 
like a no-brainer, really. 


^ Here’s my prediction for Saturn action/platform sleeper hit of the year. Keio and 
Pochi (her flyiny drayon) are back in action. This non-rendered (yes!) platformer 
features brilliantly animated and detailed hand drawn art, jo fps animation sequences, 

and is loaded with yreat yameplay. Keio can dash, find and use _ _ _ 

lots of weapons, and after saviny Pochi, use him in battle. Since 
Keio’s Flyiny Squadron for the Seya CD bombed here (it had no user 
I base left to buy it), I doubt IVC will risk releasiny this one over % 






















Interactive Entertainment, Inc. 

16200 Trajan Wnj 
Lu Mirada. I'A 90638 
(714) 3621741 


SEGA SATURN 


This official seal is your 
assurance that this product 
meets the highest quality 
of standards of SEGA- 
Buy games and accesones 


Skeleton Warriors"' and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. ©1996 
Landmark Entertainment Group.’All Rights Reserved. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. All Rights Reserved. 
Developed for Playmates Interactive Entertainment by Neversoft Entertainment!" Neversoft Entertainment is a trademark of JCM Productions, 
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villain has a vast array of character 
specific weaponry, fluid motion cap¬ 
tured animation, and 27 moves, the 
entire game is pre-rendered on SGI 
workstations. This means big graph¬ 
ic satisfaction to you and me. 

At this point, not much can be said 
about a combo system, (although 
two-in-ones do seem possible) bal¬ 
ance, or move execution, as we are 
drawing from a yet un-completed 
cart. But Lobo seems plenty deep. 
Some of the button commands (espe¬ 
cially the finishing moves), read like 
algebraic equations, but that’s part 
of the fun in today’s modern fighters. 

What can be commented on, how¬ 
ever, is the graphic presentation in 
Lobo, and I can assure you, by 
Genesis standards it’s mighty impres¬ 
sive. The backgrounds are diverse, 
colorful locales including gallows, a 
sewer, and the freakish fortress of 
Kris Kringle, complete with falling 
snow. Gameplay options include 
solo, practice, versus, and a tourna¬ 
ment mode allowing up to eight play¬ 
ers to join the fun, er, pain. Lobo’s 
coming home this May, for the 
Genesis and SNES. We’ll do our 
best to bring you a review of both in 
our next issue. In the meantime, 
here’s yet ano ther reas on to hold on 
tight to yourJJMt buddy. There’s 
more cornin’ UPBgnout ’96! 
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OK, let’s do the math... Square programming + SGI ren¬ 
dered graphics + Mario + Role Playing Hmmm, I wonder 
if there’s any chance this ?ame will sell. I think it’s safe 
to assume that just about every SNES owner out there is 
anxiously awaiting this unbelievably uncharacteristic 
installment of Mario. And for more reasons than just the 
rendered graphics. For 
starters, I believe this is 
_ the first non- 

Miyamoto directed r * 4P1 
\ Mario ?ame. It’s v 

also of course Mario’s 
first Rote Playing 
experience, and who 
better to introduce 
him to the ^enre 

Square... M 


I think no one. So, is Mario RPC the stuff that silicon dreams are 
made of? Can Mario, in all of his wacky, waddlin? cuteness, not 
only carry an RPG but attract the more sophisticated RPG 
garner? Heck, I don’t know. I’m no marketing genius (is 
there even such a thin??). I do know one thin? how¬ 
ever: Mario RPC definitely sucked me in. 

This wonderful ?ame has all the trademark ele- 
meats that make Mario ?ames so ?reat, indud- 
^ in? the entire cast (and then some) of famous 

r * ^ Mario enemies, intri?uin??ameplay that mixes 
puzzle-solvin?, platforming, and even some 
musical prowess, alon? with the feelin? you 
?et whenever you fire up a Square pro- 
qrammea ?ame. I can’t exactly say 


the story is intri?uin? or that the 
drama is at the fever pitch you’d 
see in an installment of Final 


SWEET ENOUGH FOR THE 
YOUNGEST FAN, COOL 
ENOUGH FOR THE MOST DIE 
HARD ENTHUSIAST. 32- 
MEG+C1 FOR FIFTY 
BUCKS... SIGN ME UP! 


« 

nn 

■ 



3 1 jHE 

SP 

I 

jj -«,v 


i 

h 

> JL J§SSS| 







!{ 






V m3m 



/ mmSL' 


























































































































f The bridiris "down ;t>Ut we'if- 
find a way to get baok ini 


• DOWSEffr 

Aff right people/ Form ranks/ 


(rAZ : It was amazing, mom; 


I just saw Geno walk 
into the,forest; Neat,,huh; 
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Square: They who make really pretty games. As far as I’m con- ^^ 

cerned, Square’s made nine great games: Final Fantasy /-!//, Front 

Mission , and Flomancing Sa*Ga 2&3. Yet, in the past year or so, Square’s released a number of great-looking yet 
deeply painful titles with little gameplay: Chrono Trigger , Secret of Mana 2 , the upcoming Treasure Hunter G, and the 
ame you see here... Bahamut Lagoon. As expected, Bahamut is chock full of blazing effects, decent music by Noriko 
itsueda of Front Mission fame, and S|§t;ily simple, utterly inane, boring gameplay. 

The setting is the world of Aurelius, avast expanse of sky in which seven floating continents coexist: Granveroth, 
irna, Thede, Campbell, Daphp, Godland, and IVlaharl. One day the peaceful continent of Carna is invaded by the ruth¬ 
less Souther of Granvero® It is soon revealed that he has come for Princess Yoyo, a legendary Dragoner, a human 
^B^^horn in times of great peril who can speak with dragons. Souther means to use Yoyo to awaken the six 
god-dragons of Aurelius: Valitra, Hyuverion, Garuda, Leviathan, Jurmengard, and Bahamut, King of 
Dragons, to conquer the world. You play as Bieu, captain of the Carna Dragoons, and at first your 
quest is to save Princess Yoyo along with Yoyo’s loyal servant (and 
P^iaBsaiskilled heavy knight) Matelite, the royal wizard Sendach, and a 


!Hr meager army of castle-folk and a few pitiful dragon-pups. Soon, 
if however, your journey will become a quest to awaken the six 
god-dragons and unravel an ancient, dark secret. (Who 
would’ve thought??) 

j Bahamut is basically Shining Force with 
! dragons. With the novel “Dragon Grow-Up 
System,” you feed your dragons various artifacts, 
j including weapons, armor, healing items; indeed, 
it any item in the game, and their power increases ' ■ 
r accordingly. After several feedings, the dragons will 
mature into totally new beasts. The problem here, however, is 
that the dragons have tens of thousands of hit points - while you 
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Cal Cavalier 


CAL'S CORNER 


Ahh, Konami, a company once known 
for two spectacular series, Castlevania 
and Contra. My big question is, what 
are they doing here? In the action cate¬ 
gory they have almost no equal, but 
sports is a saturated category driven 
more by licensing than gameplay much 
of the time. B0T9ms obviously farmed 
out as it contains little to no TM Konami 
magic. One camera angle really hurts, 
otherwise it’s a nice looking B-Ball 
game that plays very well. Basically 
video game baseball, no matter how 
dressed up, is just repetition. The 32- 
bit versions look real nice but until I get 


Five years out of the sports 
market, and it’s starting to 
show. Konami’s just a bit rusty 
with Bottom of the 9th. It’s def¬ 
initely a solid, playable base¬ 
ball game, but bits of break-up 
in the polygons and a quirky 
batter’s box interface trans¬ 
lates into the best (by default) 
PS baseball, but a minor-lea¬ 
guer compared to World Series 
on Saturn. 


Basketball season is upon us. The NBA is in 
full swing, March Madness is right around the 
corner, and at least EIGHT new home and 
arcade hoops games are on the way. (including 
those previewed this issue, look for new coin¬ 
ops from Midway, Konami, Sega, and Data 
East.) To separate itself from the pack, Acclaim 
recently held a press event as part of NBA All- 
Star Weekend to launch its new coin-op, NBA 
Jam Extreme. The event was spectacular. We 
all got to see the dunk contest, the three-point 
contest, the rookie game, and of course, the 
All-Star Game. (Shaq dunking over Mr. 
Robinson in his house, dominating the second 
half, and he doesn’t get MVP? C’mon!) 

I guess the topic I want to discuss this month 
is what I consider to be a slightly questionable 
deal cut between Acclaim and the NBA. 
According to reliable sources, the NBA was 
very pleased with their take from Acclaim’s 
home versions of NBA Jam (which of course 
grossed way more than the original arcade 
game). So the NBA oh-so-intelligently award¬ 
ed the use of the name NBA Jam EXCLUSIVELY 
to Acclaim for the sequel, dissing Midway com¬ 
pletely. Midway’s Mark Turmell, creator of NBA 
Jam, is currently working on the ACTUAL fol¬ 
low-up to Jam, entitled NBA Hangtime. 
However, with license in hand, Acclaim has 
created their own rendition of a Jam sequel, 
called NBA Jam Extreme. As mentioned in the 
preview it’s a great game, but my question is: 
Is there an executive, somewhere inside 
Acclaim, who has a hard time looking at him¬ 
self in the morning? Hoarding a basic game- 
play engine, even if you’ve published the home 
versions, just doesn’t seem right to me. I bet 
Turmell’s not a happy camper right now. 
There’s been some pretty bad fighting game 
ripoffs recently, but nothing comes close to 
this... in my personal opinion, of course. 


sTwiurs 


BOTTOM OF THE 9TH 
PLAYSTATION 
KONAMI 


a real time hat cam, I’m steerin’ clear. 


GameFcm Sports Previews 


The most successful sports game of all time, NBA Jam, 
is back, but that’s no surprise. The big surprise is that 
Midway had nothing to do with it, Acclaim went off on their 
own this time... and the game is actually quite good. 

I have been skeptical about Acclaim’s alleged turn¬ 
around, but with the power of QB Club and this game, it’s 
starting to look real. Sculptured Software has done a great 
job of bringing Jam into the 32-bit world. The game fea¬ 
tures textured polys and still plays in the traditional 2-D 
perspective, but there’s tons of exciting 3-D on the fly cam¬ 
era shiftiness to make the game feel more realistic and like 
a TV broadcast. The game’s sprites are HUGE (I’d estimate 
30% bigger than the old sprites), and you still get real 
players with digitized faces mapped onto the polys. 

Gameplay is 100% of the old NBA Jam engine, but with 
many upgrades. First is the addition of a fourth button, the 
Extreme button. Basically a Super Turbo (think of Turbo as 
a run button and Extreme as a dash button), Extreme 
enables new gameplay techniques and of course lets you 
run really fast, but at the cost of twice the normal Turbo 
meter expenditure. The Turbo meter, by the way, will now 
dissipate more quickly in general and won’t regenerate as 
fast, making for more strategic use of the meter (it rarely 
ran out in old Jam). Other new gameplay includes diving 
for loose balls, many more dunks (of course), and a whole 
slew of new hidden characters (including editors from 
game magazines, whooee). 

Jam Extreme is tons of fun, features enough new game¬ 
play to justify its existence, and might well keep pace with 
or even exceed Turmell’s Hangtime (I haven’t seen it yet; 
I’m praying for all-new hardware, but I’ve heard that it’s 
the same engine with just new sprite graphics and 
effects... ouch. In any case, we’ll know for sure at the 
coin-op show in March.). 


Acclaim’s getting good mileage r " ii l i 11 111 - - 

out of the tried and true Jam . 

license. College Slam is synony- v fi 

mous with the 16-bit NBA Jam , S & L ^ J* v ~ 

T.E. game engine with new L ,> ~ £ 

graphics and college teams. My 

burning question for Acclaim is, ' I - — 

not being able to replicate col- ^ f. 7* /-»_v - 

lege players faces, a trademark feature which helped bring [* / 

the Jam to fame, what’s the hook for College Slam ? In any - - _ _ 

case, a vast majority of the top NCAA teams (no actual NCAA license, though) every aspect, NBA Jam. So, if you are one of the two peo| 

are featured, including my namesakes, the CAL Golden Bears and the Virginia played NBA Jam, you must, must, must purchase this game 

CAVALIERS. There are head-to-head, full tournament, and final four options well, hmmm, I’ll try to think of something else to say... 


b who ve never 
Otherwise, uh, 


which accommodate for up to four players . But still, the gameplay is, in almost 
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very different from 
| B past baseball games 
11 and takes LOTS of 
practice, so don’t 
a game you can just pick up 


Though Konami hasn't Ills 11 fc 
quite reached the pinna- I 
cle ot 32-bit sports, they Wl ■■■■ 
have come off the line 
first, and given us a powerful basketball 
game already. And now comes Bottom of the 
9th, Konami’s first next-gen baseball effort, 
which is a slightly quirky, gouraud-shaded 
polygon baseball game for the PlayStation 
that, while not quite as impressive as World 
Series for the Saturn, is still a fairly good PS 
baseball game. . . 

Bottom of the 9th doesn’t hit anything into 
the power alley with its graphics. The game 
has only one camera angle and decent (but 
not excellent) motion-captured polys. 
Unfortunately, there’s a bit of noticeable 
flicker and glitchy break-up among the polys. 

The gameplay is good, but Konami might 
have been a bit too ambitious with the con¬ 
trol schematics. The batter’s box interface is 


PlayStation 


expect this to be 
with the ol’ RBI skills. There are some use¬ 
ful options including a training mode where 
you can hit for either accuracy or power, and 
the size of the contact box is appropriately 
affected. 

9th is a good enough game to keep you 
occupied with a season mode, and the real 
player licenses (including many signature 
swings and stances for actual players) will 


keep MLB fans entertained, despite the lack f,r, 1 |l 
of “real teams.” The sound is great, espe- 
daily the brilliant intro music and the fluid, 
American-sounding play-by-play announcer. D ' v 
Until competition emerges, Konami has the ml & 
inside track on the PS pennant (even if by 
Cal Cavalier 


default) 


CAL CAVALIER 

SO WHERE’S CASTLEVANIA 
ALREADY? 


IHlll 




81 






Mia ' I It's just SO over 

Kl / -' ’ for everyone. Sony, the clear- 

cut champ of football and hockey, has created 
a game so heart-stoppingly spectacular that even 
; r i ’ r , i | ■_ | | , anti-sports gamers can’t stop talking about it. NBA 
U || f\ (-'In/ Shoot Out does what the PlayStation was meant to 
J J_L_j J J__j J J d 0; 3 -q polygon, shift-on-the-fly, fluid, realistic 
environments. 

| This baby’s generating 225,000 polygons per sec- 
; ond, resulting in the best polygon movement I’ve 
ever witnessed in a sports title (and possibly any 
flfl game ever). There are seven unbelievable camera 
angles, including a “manual” where you can adjust 
Kmf the camera! From the too-powerful-for-words 

DEVELOPER - SONY instant replays, to the reflections in the floor, to the 

mega-smooth, motion-captured animation, NBA 


Shoot Out is so close to perfection that I almost 
want to call it the first “Second Generation” 
PlayStation game. 

The game of course features real NBA teams and 
players, and a smorgasbord of season/mode 
options. The gameplay keeps stride with the superi 
or graphics, and feature a vast selection of show 
stopping (some totally unique) moves: alley oops, 
360° jams, tomahawk slams, jump shots, speed 
bursts, steals, blocks, windmill dunks, reverse 
dunks, mid-air dishes, and dunking over defenders! 
Okay, it sounds like I copied a Sony feature list (I 
did), but our version was incomplete... I have the 
utmost faith in these guys; it’ll all be there, trust 
me. 

Shoot Out breaks new ground in, well, almost 
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MOTION CAPTURE 

Sony cares so much about all the fans, they just had to 
take the time and money to motion capture Latrell 
Sprewell of the Golden State Warriors! All right! 


And of course, you can save your sea¬ 
son to memory card! 

In the preview ver- 
vgMHHfigl sion we played, there 
BPWfsl were some unfinished 
iii'FwTtfr^^ aspects, and it still 


every area. This is the first multitap 
game to support 8 players (two taps 
plugged in, awesome)! The 
com-mentator has 
possibly the 
smoothest, clearest 
voice ever (No. CA 
fans will recognize 
the voice; it’s NBA 
PA announcer Dick 
Calahan from the 
Golden State 
Warriors). There 
are lots of gameplay 
options, including the 
ability to trade players along with 
arcade and simulation modes. 


(CHICAGO] 

kBULLS.’l 


had the tightest Al 
I’ve ever experi¬ 
enced. After the 
obvious tweaking 
takes placet we’ll 
give you the final 


I word on NBA Shoot 
.J Out, but... with 
Sony’s track 

things look just a bit grim 
one else. -Cal Cavalier 




YLL NEGRO 
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The long awaited coin-op sequel to 
Rare’s rendered fighting game is now 
slowly trickling into arcades nation¬ 
wide. Killer Instinct 2 not only 
improves upon KFs graphical splen¬ 
dor, it also manages to branch off and 
further refine its own, distinctive style 
of gameplay. This is a good thing. 

Great gameplay might be the key to f 
a game’s longevity, (and KI2 has that 
in spades) but it also takes great 
graphics to attract new players. 
Knowing this, KIZs designers lav¬ 
ished even more attention to graphi¬ 
cal detail and introduced even more 
cutting-edge special effects in " 
this new and improved game. 

Let’s take the characters for 
starters. 

All the fighters were painstak¬ 
ingly rendered on sophisticated 
Silicon Graphics computers, 
resulting in an alarming amount 
of realism and personality in the 
characters. You can actually see 
the veins in Jago’s biceps and 
wind blows through Kim Wu’s hair | 
convincingly. 

In the first Kl, all the characters 1 
had this expressionless “glossy- f 
eyed” look on their face. KIZs 
fighters now possess more emotion V 
and realistic attitudes during each | 
match. In some cases, a single 
move can have up to 3 voice sam¬ 
ples devoted to it. Rare did their 
homework. 

The backgrounds possess an equal 
amount of refinement and attention 
to detail as the characters. Each 
round begins with a flashy, multi¬ 
perspective zoom-in camera tech¬ 
nique that brings plenty of “oohs” and 
“ahhs” from passers-by and players 
alike. Impressive! 

A quick visual scan of the back¬ 
ground graphics further reinforces 
Rare’s hard-earned “SGI gods” sta¬ 
tus. In the 2-D stages (there are 
seven 2-D stages and six 3-D stages 
in all) there is an insane amount of 
line-scrolling on the ground plus up 
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to 5 layers of parallax in the very back of the level. Not only that, but ' *•'— v 

you can also nudge, break and interact with objects in the back- tffc : 

ground. Walls smash to pieces, lava comes flying in from the back- • <a *"!7 . A . 

ground and tree leaves fly oft branches. , f ~ • ^ v 1 

The depth of gameplay in KI2 is so extensive, it would take an ’ ’ ■ 

entire book to properly explain it (Gee, what a great ideal). In the 

original Kl an inexperienced player could win with cheap moves alone. In KI2, all of that has been fixed. Every move and tactic can 
now be alleviated or countered in some way. In other words, a skillful player will eat a cheap player for breakfast. When this game 
was first on test, I read some negative feedback from players via the Internet. “The first one was better,” “ The game doesn’t have 
any counters,” and “There’s nothing new here” typified the mood on the ’net. 

Well guys, KI2 is MUCH different (and better) than the first game, there ARE counters in the game and there are also countless other 





































gameplay techniques, secrets, and tricks yet to be dis¬ 
covered in KI2, believe me. In fact, KI2 is the deepest 
fighting game I’ve ever played, bar none. 

Nintendo and Rare have created a highly polished and 
refined fighting game that is easy to pick up, difficult to 
truly master, and most of all... fun. For only their second 
attempt, KI2 is an amazing piece of software. The scari¬ 
est part is that these guys are just getting started. 

- K. Lee 
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8) Will LucasArts bring any of their 
SCUMM story system games to U-64? 

9) Can X do any SF moves in MegaMan 
X3? 

10) How can I get ahold of copies of pro¬ 
duction art from games, specifically 
Capcom games, that you guys get for the 
magazines? 

Jonathon Holmos 
Boxboro, IVIA 01719 

1) My god, no! He’s ended Dragon Ball, 
but he’s still alive and well... At least, I 
haven’t heard anything to that effect, and 
since he's probably Japan’s most popular 
manga artist, I’m sure it would be men¬ 
tioned in all the Japanese magazines. 

2) Who knows? I mean, it still has the 
“Z” thing in the character select screen, 
they should have just left it the same... 

3) Cyberbots? It came and went, I sup¬ 
pose, although I’m sure you can still find 
it in arcades. 

4) Nintendo only showed games that 
were definitely coming out for the 
Nintendo64 in Japan at the Shoshinkai, 
and it's unlikely that GameTek has the 
foreign rights to Robotech, or would be 
releasing it there. I’m sure it’ll be at E3. 

5) Night Warriors never made it out of 
test market here. It ’s out for the 
Japanese Saturn, and is coming to US 
Saturns in a month or two. 

6) It’s lookin’ that way. 

7) They have that gorgeous Genso 
Suikoden in Japan, but no news of a 
domestic release. They also have 
Gradius Deluxe Pack (with Gradius 1 and 
2), and Castlevania and Contra are in the 
works. 

8) For the N64? You look at the N64 and 
think, “Wow, I wonder what Maniac 
Mansion would be like on this?” You’re 
kidding, right? 

9) See Hocus Pocus. 

10) Start your own game magazine? 

Peel it off a coin-op? Buy the Capcom 
Illustrations book at your local Japanese 
bookstore? (I know there’s a Sasuga 
Bookstore somewhere in Mass...) If 
you’re interested, you can also get illus¬ 
tration books for SNK games, Final 
Fantasy, Romancing Saga, Tactics Ogre, 
and a ton of others. 

Dear Posty, 

Why didn’t you write anything about the 
Ultra 64 in the January issue? I have 
some questions I hope you will answer. 
Here goes: 

1. Will the Ultra disk enhance the Ultra 
64 in any way? 

2. Will the Nintendo 64 and Ultra 64 be 
compatible? 

3. Does Square plan on a Final Fantasy 
88 


all stars type game for the Ultra 64, or 
Chrono Trigger 2? 

4. Are all the buttons on the Ultra con¬ 
troller analog-based? 

5. How much RAM does the Ultra 64 
have? 

6. How much memory does the Ultra 
memory card hold? 

7. In the November issue you said Ultra 
64 changed the R4200 chip to a R4300, 
which runs at 150mhz. Is this true? 
Thank you for your time. 


Nintendo’s keeping the press in the cold 
about the Nintendo64 until E3. 

1. Besides the obvious benefits of games 
with more memory, no. . 

2. We won’t know for sure, but we've 
heard that yes, they will. 

3. Square isn’t doing anything for the 
Nintendo64 (it will no longer be called 
the Ultra) until the Bulky Drive comes 
out. Then, it’s a possibility, but don’t bet 
on it. 

4. No, only the stick. 

5. 36 megabits. 

6. 1 megabit (or so). 

7. They did change it to the R4300, but 
it only runs at 93.75mhz. 

Dear Most-Wiser, 

If you’ve got a minute I was hoping you 
could answer a few questions for me. 
What the heck is going on over at Virgin? 
It's been about a year since I first saw 
those groovy-looking screen shots of 
Spot Goes to Hollywood for the 32-bit 
platforms. Now I see a Genesis version 
and it’s got Acclaim’s name on it. What’s 
up with that? Is the delay of the next-gen 
versions due to Dave Perry’s departure, 
or have they just been scrapped entirely? 
You know everything, so if you could clue 
us all in I’d be one happy gamer. 

P.S. If they’ve gone “PC game only” on 
us, forget I asked. 

P.P.S. I walked into Best Buy today and 
saw a large crowd (10) playing Criticom 
for the PS-X. Ten feet away was a Saturn 
with MF2 playable and NOBODY was 
standing there. “Go figure.” 

Mark DeSharke 
Garden Grove, CA 

Worry not, Spot 's alive and well for the 
32-bit machines. The main development 
team was switched over to work on the 
next-gen versions, and the 16-bit ones 
were sent out of house to be completed, 
and then licensed to Acclaim. Dave 
Perry had nothing to do with it... he left 
quite a while ago, and Virgin has plenty 


of experienced programmers left. 

Anyway, Virgin definitely hasn’t gone PC- 
only (perish the thought). They’ve got a 
number of 32-bit projects in the works 
(including the game conversion of John 
Carpenter’s Escape From L.A.), and have 
1 Nintendo64 game and 3 M2 games in 
the works. 

As for Criticom... Gah... Clearly there 
are many more people that must be 
saved. The Most-Wiser Postmeister’s 
work is never done. 

Dear Post Guy, 

1. What is the new Ultra64 release date? 
How many controllers will it come with? 
What about memory thingies? Any word 
on a pack-in? 

2. Please print my letter. 

3. Are Doom or Descent scheduled for 
the Saturn of Ultra64? 

4. Is it true Saturn cannot light-source or 
gouraud shade? And do transparencies? 
What exactly are parallax backgrounds? 

5. Besides the new AM2 fighter, will 
Saturn get any real Sonic and Ecco 
games? 

6. Will the Ultra64 have DKC, Yoshi’s 
Island, a Yoshi’s Safari- like game, and 
Mario RPG? If so, how will they be dif¬ 
ferent? 

7. Will U64 get Soul Edge, Toshinden 2, 
or any other PlayStation Games? 

8. Is Resident Evil scheduled for Saturn 
or U64? 

9. When will Marvel Super Heroes be 
coming home and on what systems? 

U64? 

10. Will Killer Instinct (is it even coming 
out) and KI2 be on one cartridge? (Kl 
Deluxe ?) When? 

11. Will Cruis’n get new tracks or any¬ 
thing new? 

12. Will these be on U64 before ’97: 
Earthworm Jim, Mega Man, Metroid? 

13. Did you see From Dusk Till Dawn or 
Broken Arrow/? 

14. Will Saturn have Samurai Shodown 2 
or 3 any time soon? 

15. What about all those old 
Sega/Nintendo classics (Altered Beast, 
Out of this World, Battle of Olympus, 
etc.)? Will we ever see them again? 

16. Primal Rage 2? 

17. Saturn Rail Chase 2? 

18. Home versions of Jurassic Park or 
Aladdin’s Magic Carpet Ride ? 

19. Can you expand your letters page? 

Willyum James Haley 
Hawthorne, CA 

1. September 30th. One Controller, one 
memory card with very limited memory, 
Mario’s your pack-in. 

2.1 think not. What have you ever done 


Matthew Criswell 
San Antonio, TX 



Casey R. Williams 


for me? 

3. A new version of Doom ’s coming for 
the NB4. 

4. Saturn doesn’t have any of that in 
hardware. It’s simple enough to have 
softwaregouraudshading... Ayer’s 
Adventure, for example, has some pretty 
impressive gouraud shading. Light¬ 
sourcing is trickier, and transparencies 
are near impossible. Parallax is having 
many backgrounds that move at different 
speeds. 

5. *TWO* Sonic games in development 
for Saturn, supposedly. One 3-D, being 
programmed here in the states by the 
maker of Sonic 3, and a side-scroller 
being done in Japan by the original Sonic 
team. 

6. Donkey Kong Country’s pretty definite. 
Shigeru Miyamoto is doing a Yoshi’s 
Island-like side-scrolling game, but no 
word as to who the main character’ll be. 
Probably nothing like Yoshi’s Safari... 
There was talk about a Mario RPG for 
N64 a while ago, but I doubt that Square 
and Nintendo are very getting along too 
well these days. 

7. Very unlikely. 

8. Nope. 

9. Not yet announced for anything. 
Probably not the N64: Nintendo wants all 
their developers to use their 3-D abilities 
and analog controller, and Marvel’s not 
really a candidate for either. 

10. The N64 Killer will be an original 
game that will have elements of both Kl 
1 and 2, and some new material. 

Coming this year. 

11. I’ve heard that it’s being redone. 
We’ll see. 

12. Metroid probably in ’97, no word on 
the others. 

13. Unfortunately, I’ve seen both. 

Broken Arrow was okay, but From Dusk 
Till Dawn... what a pile. 

14. Wish I knew. 

15. Hmmm... The only one of those I 
even remotely enjoyed was Battle of 
Olympus. But I’ve heard nothing about 
remaking any of ’em. 

16. It’s quite possible. 

17. Let’s hope. 

18. Actually, Disney announced they 
were actually going to make and sell a 
home VR-ish like system (probably 
something that works with PC’s) based 
on Aladdin, like, a year ago. I’ve heard 
nothing since. 

19. Slowly but surely, until I’ve taken 
over the entire magazine. Heh heh. 
Don’t tell that Storm fellow. 


to fit this little paragraph about how Sega 
totally ditched RayEarth and Shining 
Wisdom. As a die-hard Sega fan since 
the Master System, I had to express my 
opinions. I think Sega should port ALL 
RPG’s that are produced on the Japanese 
Saturn to the US since the Saturn spe¬ 
cializes in 2-D type games, and most 
RPG’s are 2-D (which makes a deadly 
combination). I think that porting over 
games like RayEarth would up the sales 
of the SS, since the genre of choice 
nowadays is role playing. 

And now, a few questions, may I ask 
them? Thanks. 

1. Will NBA: In the Zone, Bottom of the 
Ninth, Goal Storm, Madden ’96, Resident 
Evil, Criticom, Tekken 1 & 2, Soul Edge, 
Toshinden II, Time Crisis, Zero Divide, 
Doom, DBZUB22, Street Fighter Alpha, 
and Loaded be released on the Saturn? I 
mean, since all the companies that made 
these games are Saturn 3rd parties, if 
none of these games came out for the 
Saturn, it would be totally unfair. 

2. Will Samurai Spirits 1, 2, 3, and RPG, 
Pulstar, and King of Fighters ’95 be 
released on the Sega Saturn since SNK 
and Sega signed that exclusive rights 
agreement? 

3. Where’s Saturn Sonic ? After all, that 
lil’ blue guy is the sole reason I bought 
my Saturn. Really! Stop laughing! 

4. If possible, can you get shots of Virtua 
Fighter III? 

5. Can I expect a Virtua Cop III or any¬ 
thing from AM2 or 3 coming out soon? 
AM2 RULES! Namco who? Rare who? 

6. What the heck does “redraw” mean? 

7.1 have a feeling that the new character 
in Virtua Fighter III (Japanese Girl) is 
Kage’s mom... Don’t you? 

8. Panzer Dragoon II? Astal II? Lunar 
IIR 

9. Will VFIII be made on 64-bit material? 
If so, how will Saturn trans¬ 
late 

10. Will there be a Sonic “All I 
Star" type game for Saturn? 

11 . Castlevania for Saturn? 

Ristai? Shining Force? 

12. People tell me that 
Fighting Vipers sucks. I was 
looking forward to that game. I 
Can you please review it 
sometime soon? 

Well, gotta go, Bye, Sai 
Chen, Sayonara, Paalam! 

Michael Berromilla -_ 

San Diego, CA 


Masaya’s Langrissa III, Sega’s mysteri¬ 
ous F(Ph?)antasy Earth, Blue Seed, and 
Wrinkle River Story, Hudson’s Tengai 
Makyo Gaiden, and a couple of other new 
titles. 

1. Hey hey hey, don’t despair! You get 
Criticom! Heh, heh. Sorry, that’s not 
very funny, is it? Well, Madden ’96 will 
come out eventually, Street Fighter 
Alpha’s out, Loaded’s coming, and the 
Saturn got its own DBZ game, which was 
a lot better than UB22. 

2. King of Fighters ’95 is coming in 
March in Japan, with its own RAM car¬ 
tridge. No word on the Samurai games, 
and Pulstar isn’t SNK’s to license, it’s 
Aicorn’s. 

3. See the above letter! 

4.1 wish. Maybe after the AOU? 

5. Virtua Cop II just came out! Daytona 
ll’s coming, as are Virtua Fighter Kids 
and Fighting Sonic, and AM3’s new fight¬ 
er, Last Bronx (Fighting Vipers 
w/weapons). More after the AOU (next 
issue) maybe. 

6. In what context? Like, the way a TV 
constantly redraws the image you see on 
it? 

7. The new character (her name is Aoi) is 
like, 18. But Kagemaru’s mom has exist¬ 
ed as a character in the I IF world for 
some time (in sketches and such). 
Connection? 

8. Yes! Maybe! Probably! 

9. VFIII will probably be the first Model 3 
hardware game, if it’s not Virtua Kids. 

It’ll probably be a crunch fitting in on 
Saturn, but anything’s possible. 

10. Dare we dream... 

11. Maybe! Maybe! Maybe! 

12. Awesome game, retarded characters. 
We’d review it, but I don’t think it’s com¬ 
ing out here. 
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Actually, between Working Designs, 
Atlus, and to a lesser extent, Sega them¬ 
selves, most of the big Saturn RPG’s are 
already on their way here. Still up for 
grabs: SunSoft’s Albert Odyssey Gaiden, 


Dear Postmeister, 

I was going to write to you guys last 
month with many questions about the 
gaming world, but I had to edit my letter 
a bit and reduce the number of questions 


5137 Cfareton Or. Suite 210 
Agoura Hills, CA 91301 
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Capcom has announced Mega Man 
X3for the Saturn and PlayStation... 
and, of all things, the 3DO. MMX3 is 
due in late April. 

Nintendo64 may be pushed back until 
July due to an insufficient amount of 
systems being manufactured. We’ve 
heard you’ll be able to pay for the sys¬ 
tem on 4/21, but you’ll get it in July. 

Namco is rumored to be developing 
Rave Racer for the Nintendo64. 

A wacky rumor has it that VF3 will be 
released on the Saturn with an upgrade 
cartridge next April. 

Sony’s supposed to be working on a 
mini PlayStation with a built-in monitor. 
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Yet another Model 2-powered arcade fighting game is headed your way from Sega, but this is the first developed by AM3. Last Bronx, which, coinci¬ 
dentally, takes place nowhere near its namesake (unless you consider downtown Tokyo the Bronx) has no ring-outs ala Fighting Vipers, and you can 
smack your opponent against the walls. All the characters use weapons, as well. Last Bronx is due the first half of ’96. 


SNK of Japan’s new website (httpY/www.neo¬ 
geo.co.jp) is packed with info on their upcom- 
ing^upgosedlyfully-rendered fighter Art of 


Yes! This is a dream come true for 
Saturn owners who demand arcade-per¬ 
fect translations: Sega’s unique Twin 
Advanced Rom System! This allows you 
to store game data on two media formats, 
utilizing both at once to store all the back¬ 
grounds and animation frames of the 
original arcade title. The KOF'95 cart/CD 
combo, which comes out March 29th for 
¥7800, will store 16 Megabits of informa¬ 
tion on silicon, and the rest on CD. Way 
to go, SNK/Sega! 


Fighting 3 as well as updates 
on their PlayStation and 
Saturn consumer games, 
theme park info and more! 


Here it finally is... the 8-meg Virtua Fighter Mini 
for Game Gear. The biggest shocker here, how¬ 
ever, is that the game SCALES! Samurai- style 
SCALING on the GG! VF Mini is based on the 
currently running Virtua Fighter TV animation by 
action anime gods Studio Pierrot. VFM is out 
March 22nd... we’ll have a review next issue. 


The Twin Advanced Rom System 
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OK, I’m now totally justified in saying that AM2’s getting 
WAY too fruity these days. Fighting Vipers, Sonic, and 
now VF Kids... wacky! Yes, VF Kids plays almost exactly 
like VF2 (though its developers are labeling the gameplay 
system Virtua Fighter 2.3) and AM2 has also said that 
they’re going to add new childlike voices for the charac¬ 
ters. My only questions are how will the characters inter¬ 
act with each other with such large heads... and, if they’re 
supposed to be ‘‘kids,” what’s up with Sarah’s chest? 

VFK will be in arcades in Spring/Summer. 
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For the past m 

few months, the 

hardcore SF players at GF ( Nick 
,ft - Rox, K. Lee, and the Enquirer) have 

been speculating about the next chapter 
in the Street Fighter series. Some thought 
SF III ms finally on the way, but I’ve been hoping (even 
praying) for an upgrade to the original Alpha for a long, 
long time... quite literally, since the first day I saw the 
game. Original Alpha ms, and is, one of the greatest 
fighting games ever, but those backgrounds just didn’t 
live up to expectations. More characters, more moves, 
and new backgrounds would certainly make me more 
than happy to wait another year for III. 

Capcom has more than answered, they have exceeded 
my prayers with SFA 2. Not just the minor upgrade that I 
expected, Alpha 2 is the most extensive upgrade any 
company has ever done to any fighting game. In any 
case, I expected a few new backgrounds, maybe three 
new characters, and very few new moves. Instead, we 
get 100% ALL NEW backgrounds for every character, five 
new characters, an all-new Custom Combo system, and 
so much more. 

So, first to the subject that I haven’t yet stopped talking 
about since I first saw the game, because I still 
. v can’t believe it: the backgrounds. 

^ How much of an 

improvement over 

w SFA are we talking 

Iv about? So much so, 

^ that the worst BG in 
! fw SFA2 is better than the 

M TN best in SFA. Now, 

^ everyone’s background 
is actually PERSON¬ 


ALIZED to the character, unlike the 
charmless Alpha 1 BG’s. Dan’s back¬ 
ground is on the streets of Hong Kong, his 
homeland. Adon’s is his swampy marsh 
from Street Fighter I. Akuma’s is a sub¬ 
terranean cave with a shrine of Akuma 
statues. But the most personality, ( 
the details that make you go ^ 
“hooo-ey,” are found in back- 
grounds featuring Capcom char- Mutip- 
acters. Guy’s Metro City scene IPw > 
is straight from Final Fight and 
includes Cody, Andore, Jessica, 
and good ol’ Two. P stuck in a 
nasty Haggar headlock. Ken’s 
Eliza birthday party bash BG is 
probably the greatest background 
ever in the history of the uni- 
verse, with a multitude of char- "S 
acters from popular and obscure 
Capcom games (such as Night 
Warriors, Captain Commando, 
and Strider). Felicia in the hot C. 
tub is too cool. Birdie has the 
most hilarious background 
...remember the Final Fight 
scene where you beat up 
punks who hop out of toilet 
stalls? Well, despite Birdie’s j 

lack of association with FF, a very sim- h 
ilar scene forms his backdrop, but with Ij 
one major new improvement: Instead « 

of punks popping out of stalls to fight, f 
you simply get to observe their... er... 
iteaLMdjinali.eitlJ«ulUiLtunctions. Let’s; 


f The big, much discussed addition to SFA2 is the Custom Combo 
I System. When executed (the exact method is still being final¬ 
ized; it could be a button combination, a motion, or 
.. both... we pray it’s a motion), the Custom Combo x. 
fJ drains your Super meter into a very short timer. The - W* 
instant you start the Custom Combo, you are invincible 
and you slide into your opponent and/or suck them into 
you. Then you start the combo, where basically ANY- 
THING can connect, two-in-one, juggle, etc. If you sim- 
[j ply flange with this method you will probably get 6 hits £ 

'■ and do minuscule damage, but if you use skill you can ■■ 


do a sequence of attacks, dragon punches, jug¬ 
gles, even super(s) for 20+ hits and big damage. 

* Some players are a bit uncertain how to react to 
| this feature, because some think it is a bit cheesy, 
but generally most players adapted quickly and 
think it is fair. (Of course the Custom is block- 
able at its start and the Custom-using fighter 
can be countered.) There are many untapped 
possibilities here, and it’s very flexible: You 
can start the Custom on the way in from a 
jump, or even two-in-one into it! 






just say that several of them appear to be in the throes of self-inflicted Super 
Combos. What’s even cooler is that who’s in the stalls changes rapidly, so you’ll 




never know which scary freak you’ll peep in on next (hey, don’t worry, some of 
them are reading newspapers). 

Background personality is crucial, but the wonder of the backgrounds doesn’t 
stop there. Now let’s talk effects. Mysteriously all but missing from Alpha, the 
line-scrolling, or “warping” which distorted the floors and skies of SFII, is back 
and better than ever, in almost (but not quite) all the backgrounds. Next, many 
stages have three to five layers of parallax backgrounds. Finally (and this is the 
shocker) there are previously CPS ll-unattempted, 32-bit caliber special effects 
such as a line-scrolling lens flare in Bison’s flying fortress stage, and many 
stages with incredible lighting effects, such as the sunbeams which illuminate 
Akuma’s cave. And there are those details which just say Capcom cares, such ^ 

as the water splashing in Gen’s rainy, darkened, crumbling building. All these elements together trans¬ 
late into, quite simply, the best hand-drawn backgrounds of all time. 

SFA2 has an amazing number of selectable characters: 18. Yes, 18. That’s all 13ifrom SFA (no codes 
necessary for Bison, Dan, or Akuma), plus the five new characters. Let’s take a look at each of the raw 
characters in-depth: hm 


Sakura, Capcom’s coolest new female character since Rose (all Capcom babes arwcredible), 
described as the following: Ryu’s female head on the anime character Sailor Moon’sWody. s Sakui 
which translates as “cherry blossom,” is a 16-year-old schoolgirl with tremendous athletic ability 


w Let’s move on to Rolento, certainly the mast unexpected 
addition to the group. (I thought Sodom was obscure, but 
choosing a Level 4 Final Fight boss who was cut from the 
SNES version? Crazy, but I am not complaining.) Like Gen, 
Rolento has a few moves which are a bit reminiscent of 
other SF II characters, but much neto, unique technique 
which gives him his own style. He uses his club in a gj|g| 
three-swing, Fei Long-style sequence attack which can 
rack up to 11 hits with three swings. (No, I am not jf 
amused by Capcom’s increasing aTfinlfy fdf hit 
tion. It needs to end.) He can also do a flying knife 
throw, a super-fast ground spin, and a wall jump 
attack. His Supers include an amazing, 

^defensive ground grenade roll, and 
ARIEL a pile driver-type grab where _ 4. t 
Rolento’s wall-scaling bud- 
dies throw down a hook 
from the top of the screen, 

■Li k which will snag you for mas- 
la sive damage. If balanced (standard 
m H qualifier), Rolento should be an 
JF (Continued) Hip* 



















■P Sakura is a 16-year-old Japanese high- 
school student who once saw Ryu fight and 
decided that she wanted to be his student, 
so she mimics his fighting style, with certain ^ 
moves being better copies than others. She 
has a super uppercut, fireball and dashing for- 
■ naa i*™ (ward kick. 


Gen is easily the most innovative new 
character in Street Fighter Alpha 2. He’s 
actually two characters in one; by pressing 
three punches or kicks you can choose 
between his two totally different fighting 
styles. The styles’ regular attacks, supers, 
alpha counters and moves are totally differ¬ 
ent. Gen will clearly take much skill to play. 


Different 


Rolento is the fourth level boss from Final Fight. 

He has a short staff which he uses as his main 
weapon, as well as throwing knives and, in his 
throws and supers, grenades. He plays very much 
like Vega with numerous off-the-wall attacks. 

5E:• ~ wbB mm 




f^l 

A 

, i-fc •£ 

Vln iTHi-J j, 

M © 

■' ~..d -y 








■ 

>V: N 

& 

M 

| 



21 

I 

*1UL • v* 


SM 1 




HEiti sm\ i 

































































Wow! It’s Dhalsim, 
And guess what... he 
has a new standing 
short, a new Super 
Combo air-throw, 
and a really weird 
voice. Even 
^>4? when he gets 
hit, he 
says 
“Yoga.” 


p 4 Yup, 1 

Sr > ,s Zangief. " 
a He has a new 'm 
™ air throw Super 
Combo and that’s 
about it. But he 
does have Bolischoy 
Tavieda, and that’s all 
„ he needs. 


Mmms* rn> i ' r 1l ill r 'i1w> II Wjgai^iilltiriitftittril'ifr'-^lini^riii^itrTnTriiiiiiinr'r^^fr^li^Tr^fiiigii'hrlliiil^t^fiWlti^li^ v*W6fiwlfrwr.taw i-v.^ * e ’ r -" v 

oft-selected character, and if nothing else he is very amusing. (Who else would blow themselves up with a grenade when they lose by time up?) 

Rolento, Gen, and Sakura are all 100% good news, but now it’s time for me to comment on what (in my OPINION) is the single worst part about Alpha 2: the deci¬ 
sion to bring back Zangief and Dhalsim. This is a tough one, and there’s solid arguments on both sides. On one hand, Zangief and Dhalsim required more skill to 
play than almost anyone else in SFII (certainly more than Blanka or Honda), and will please those who missed them in Alpha. On the other hand, I would RATHER 
have had “new” characters, meaning anyone who wasn’t in the SFII games and could offer a completely new gameplay style. The problem is, as they obviously had 
to (why would Capcom redesign them?), Zangief and Dhalsim play just too much like they did in Super Turbo. Sure, they each have a new Super (both, strangely, 
rising air throws), and their animation is awesome. But, in the end, it’s still Zangief and Dhalsim. These were two of the least popular characters in SFII (other than 
that loser, T.Hawk). If it were up to me I would have chosen Strider Hiryu, Geki from S/7, Eagle from S/7, and/or Lynn Kurosawa from Alien vs. Predator. (I can’t fell 
you how many times I’ve heard players ask for Geki, he is possibly the most requested character ever!) And if Capcom really was set on a third “grab” type charac¬ 
ter (isn’t two enough?), I would have picked Haggar over Zangief in a chi-gathering split second. 

By the way, it’s patently obvious that the blank spaces in the bottom-left and bottom-right corners of the test version will be replaced by the usual question mark, t 
secret character/random select icon. Our two main predictions/prayers for new hidden characters are Zekuu (Guy’s master) and Gouken (Ryu, Ken, and Dan’s mas* 
ter, supposedly killed by Akuma long ago). Also, we have no information yet on possible new bosses, because the test version gave us a hilarious “Oh no, Location 
Test Ending!” message. 

Let’s move on to general gameplay. The biggest difference here is the Custom Combo System, described below. The second-most major enhancement/downgrade, 
depending on your position, is that chain combos are, for whatever reason, GONE. I have very mixed emotions about chain combos. On one hand, I don’t think they 
belong in, say, SFIII. However, since Capcom put chain combos in Alpha , I think it’s weird and inconsistent to take them out in Alpha 2. However, 99.9999% of all 
internet SFfans hate chain combos, so I will not formally advocate their return in Alpha 2, because I am just one opinion and the most important thing is pleasing j| 
the majority of the expert players. However, why not make it a soft dip off/free select option like auto-blocking was in SFA? Another thing I sorely wish to contest is 
that certain essential (well, if not essential, at least very exhilarating) two-in-ones have been removed, such as Ryu’s standing Roundhouse. Why, Capcom? In y 
what way did this make Ryu too powerful? Another small but important thing I wish to point out is that in the test version of original Alpha , Charlie’s low Forward 
could two-in-one, but it was removed from the final. I really hope Capcom puts this two-in-one into Alpha 2. On the good side, certain characters have acquired the 
two-in-ones they needed (Sagat’s standing Roundhouse and low Forward, praise the lords, the man is BACK). 

Let’s dash throuah the other aamenlav chanaes. Everyone can now do two Aloha counters (one with punch and one with kick), so that means one new AC for all the 


which allows him to move in while charged for a Sonic Boom or Flash Kick, and his pause after a Sonic Boom is shorter; Guy has a new dashing elbow; Rose has a 
new charging soul scarf attack; Ryu can throw multiple Shinkuu Hadokens and also has a fake Hadoken (although it would be a more effective fake if he actually said 
“Hadoken” or even “Hado...”); Ken has a fake Tatsumakisempukyaku; and Sodom has a fake Butsumetsu Buster, plus his taunt now hits. (Personally, I think the 
fakes are lame, but many expert players enjoy them...I can’t wait for someone to two-in-one into a fake as the ultimate form of taunting.) 

As an overall graphic piece, Alpha 2 demolishes Alpha, despite the fact that 90% of the animation frames for the old characters are unchanged. (Some characters, 
however, have quite a few new frames, especially Dan who has a redrawn face, redrawn basic moves, and a redrawn first frame for his Dankukyaku.) Every stage 
just overflows with gorgeous colors, often making you stop to ask, can CPSII really do this game? There are also heavenly new portrait pictures, and some charac¬ 
ters have new win poses (including Rose, who has the most amazing win pose ever conceived - it’s straight from the Alpha’s World art). And for the true die-hard 
fan who notices every detail, every touch, you could watch the game for weeks and still not see it all. Only Capcom thinks of details such as Dhalsim actually disap¬ 
pearing in his status-bar face portrait when he disappears during the game, or including a miniature preview image of the stage during the much-improved map 
screen before each fight. The only even remotely negative comment about the graphics is that the new characters are so well drawn with so many animation 


frames, that the old characters look just a bit out of place. (And that’s saying something, that Capcom could completely redefine its own standard of animation qual 
ity in less than a year.) 


WE'LL BE BACK. WITH MCRE St&2 NEXT iSSUE! 
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Giant Robo’s Taiso Lunar IPs Ron-Fa 


For some reason, the best anime always seems to be based on real¬ 
ly, really stupid things. Like last month’s IRIA , Giant Robo is based on 
low budget action films I’d really rather forget about. But one of the 
mysterious things about animation is that it can take things that were 
painfully cheesy as live action, and make them pretty damn cool. 
Giant Robo is the best example of this mysterious force yet. 

The Giant Robot that gives the series its name is still the lamest 
part, but the supporting cast of “Experts of Justice” agents are incred¬ 
ibly awesome, in a “this should be a fighting game” sort of way. The 
character design (handled expertly by Toshiyuki Kubohka, of Sega-CD 
Lunar fame) and animation are top notch, and the action scenes are 
very well choreographed. 

Storyline: In the near future, a new energy source, called the 
Shizuma drive, is invented. Totally clean and infinitely recyclable, it 
quickly becomes a world standard. But, in the possession of its inven¬ 
tors is a drive that can reverse the process, and effectively destroy all 
existing Shizuma drives, leaving the world totally (bad pun coming) 

(powerless (ha). Luckily, 


exchanges like the following (between green-haired commando, 
Ginrei, and 12-year old Giant Robo operator Daisaku) kind of make 
you wonder: 

Ginrei: You’re in love, aren’t you. [Giggles] I mean, with the Shizuma 
drive. 

Daisaku: [In complete monotone] Yes, I guess I am. It’s fascinating. 
All the batteries disappeared as I grew up. Shizuma’s drive is every¬ 
where. Radios. Cars. Airplanes. The recycling process is what I real¬ 
ly enjoy. 

As cool as the rest of the heroes and villains are, I’d really, really like 
to slap Daisaku. 

Though the dialogue’s a bit heavy on the cheese, Giant Robo actu¬ 
ally has a very serious storyline, and some genuinely touching 
moments. Not to mention that each 45-minute 
episode has about twice as much action as| 
every other tape covered this month com¬ 
bined. Definitely my action pick o’ the month. 

By Manga Entertainment, volumes 1-4 avail -1 
able now, volume 5 available in March 

Dubbed, Volume 1 (2 episodes): $19.95, x 
Volumes 2-5 (1 episode each): $14.95 
Okay for most audiences, some graphic vio¬ 
lence 


Giant Robo is powered 
by good ’ol environmen¬ 
tally devastating atomic 
power, and he’s the 
international communi¬ 
ty’s only chance to stop 
Big Fire, the evil organi¬ 
zation behind this nefar¬ 
ious plot. 

The translation has 
its ups and downs. 
Most of the characters, 
like Taisoh and that one 
incredibly French guy, 
are still pretty cool, but 




















everywhere in an attempt to contact Haruko, and 
then becomes mobile to follow her home. The cor¬ 
poration sees this as a theft by Haruko, and has her 
arrested, but it isn’t that simple. The Z-001 is an off¬ 
shoot of a military hardware program, and, under 
Takazawa’s senile command, becomes a danger¬ 
ous weapon capable of making his desires a reali¬ 
ty... and to hell with anyone who gets in the way. 

Though there’s a very Akira-esque machine vs. 
machine battle at the end, Roujin-Z is actually a dark 
comedy that both parodies our attitudes about the 
elderly and subtly tries to make a point about human 
dignity. Japanese comedies make for pretty tough 
translations, but US Manga Corps did a surprisingly 
good job in preserving the satirical tone, and the 
voice actors (and this is something I don’t say too 
often) actually did pretty good work. Also notable is 
the soundtrack, which is full of very cool music that 
I couldn’t even begin to describe. Since Roujin-Z 
has received quite a bit of recognition as a theatrical 
release (and a Siskel & Ebert “pick of the week”), 
let’s hope US Manga Corps considers releasing the 
soundtrack, too (well, I can dream). 

By U.S. Manga Corps, available 4/16/96 

80 minutes; Subtitled version: $29.95, Dubbed ver¬ 
sion: 19.95 

Rated PG-13 


Old people. They’re boring, they’re useless, and 
let’s face it, they’re kind of disgusting. This is basi¬ 
cally the premise behind Katsuhiro Otomo’s newest 
(well, here, at least) film, Roujin-Z (Roujin, meaning 
old person, pronounced “row,” as in, you know, your 
boat, and “gin,” like the drink, unless you’re Gene 
Siskel, in which case it’s evidently completely differ¬ 
ent). If you’re expecting Akira 2, you’re in for a biiiii- 
ig disappointment, but if you’re expecting a dark 
comedy about our treatment of the elderly, you’re 
definitely in luck. 

Yes, back to the old people. There sure are a lot 
of them, and they’re kind of a pain, the way that we 
young-uns have to take care of them, just because 
they’re (technically) responsible for giving us life. 
Luckily, a massive corporation (whose name I for¬ 
got) has a solution: the Z-001. It’s a large, robotic 
bed that cleans, entertains, and monitors the health 
of your elders, so you can go eat Cheetohs and 
watch WWF, or whatever. Mr. Takazawa, a senile 
old invalid, is picked to test the machine, despite the 
objections of his student nurse, Haruko. 

Unfortunately, Takazawa isn’t too thrilled with his 
Z-001. He prefers the dignity and human kindness 
he got from Haruko. And since the Z-001 is pro¬ 
grammed to respond to the desires of its occupant, 
it manages to first infiltrate computer networks 


By the creator of MD Geist and Genocyber, Cybernetics 
Guardian is probably exactly what you expect: cool mon¬ 
ster design, a good dose of killing, and a slightly 
original sci-fi storyline. Our hero is John Stalker, a 
young man who grew up in the slums of ^ 

Cyberwood city, an area affectionately known as 
“Cancer.” John disproves the idea that one can M 
never leave Cancer, and joins up with Leyla, a « 
researcher at the Central Guard Company who’s ■ 
charged with the quest of cleaning-up Cancer. 

She creates a Guard Suit capable of enforcing ^^k 
order within the area, without fear of damage 
to its pilot. 

Enter Adler, another researcher who does- 
n’t care much for Leyla’s namby-pamby 
approach. He creates a “Genocyber Killing 
Machine,” and, as you can probably guess, its 
main function isn’t exactly to sign welfare 
checks. Adler’s very fond of his solution, and Km 
tries to sabotage Leyla’s entry as she unveils it K 
to the world, and kill its pilot... John. I 
|f don’t want to spoil what happens next, 
p*but rest assured, it’s something bad. 
t And thus, the killing ensues. 

CyGuard has some excellent scenes, a few neat 
W twists, and a physically painful glam metal soundtrack. 
E; You’ve probably seen all of its constituent elements 
R before, but that doesn’t make it not worth 
HI watching. It’s the type of thing you watch 

I with a pizza, a friend, and the intent to 
just vegetate for a while. 

By US Manga Corps, available now 
45 minutes, subtitled 
Parental discretion advised (for 
graphic violence) 














Once a year or so, an animated film comes out in 
Japan that’s supposed to, I don’t know, soothe the dor¬ 
mant guilt that most anime producers must have from 
producing a non-stop string of sex & violence films, or 
something. You can always spot these films a mile 
away; they’re the ones that are sponsored by huge 
financial institutions and based on stories that were writ¬ 
ten long before you were born. They’re also almost 
always excellent. 

Night on the Galactic Railway is one such film. 
Originally released in Japanese theaters 10 years ago, 
and based on a story written in 1927, it’s not exactly 
going to catch the eyes of, say, the Dominion Tank 
Police set. But if you give it a chance, you just might like 
what you find. 

To be honest, it’s one of the slowest movies I’ve ever 
seen. I spent the first 30 minutes or so grabbing my TV 
and screaming “CAN’T YOU WALK ANY FASTER!?” at 
main character Giovanni, who spends the first 30 min¬ 
utes slowly sauntering about town. But in time, I found 
myself becoming entranced by Nights dream-like mood. 
Although a film about fuzzy cats with Italian names rid¬ 
ing a train through the cosmos sounds pretty juvenile, lit¬ 
erally ever scene has a palpably eerie, vaguely disturb¬ 
ing tone. It really is just like a dream, the kind where 
nothing really scary’s happening, but you’re always on 
edge ’cause you don’t yet understand the rules of the 
dream’s reality. The eerie soundtrack and the quality 
animation coupled with the blueness of everything (I 
don’t even want to think about how many tanker trucks 
full of blue paint it took to make this) only compound this 
feeling. In an odd sort of way, it reminded me a lot of the 
computer game, Gadget. 

Though it’s light on action, Night is incredibly well writ¬ 
ten and its calm yet spooky pace is definitely something 
to experience. Not exactly what you’d expect from 
Gisaburo Sugii (the director of the Street Fighter II 
anime, believe it or not), but if you can overlook the slow 
pace, this is something that’s definitely worth a chance. 

By Central Park Media, available 4/2/96 

115 minutes, subtitled, $29.95 

Fine for all audiences 




Other highlights: 

Guyver (left), is considered by many to be 
one of the mech classics, when it was 
released by someone or other a few years 
ago. Now, Manga Entertainment has 
slapped a fresh coat of paint on it and is re- 
releasing all 12 episodes with new dubbing ; 
new music, and some incredible 
new cover art. The 
first episode 
hit stores on 
February 
27th, and new 
ones are being 
released every 3 
weeks. 


Also coming at the end of February is A.D. 
Vision’s Gunsmith Cats (middle), Vol. 1, 
available dubbed or subtitled, on tape or 
laserdisc. It’s the new one by Kenichi 
Sonada (who brought us Bubblegum Crisis 
and Riding Bean , and that’s a pretty darn 
good resume...), and its already avail¬ 
able here as a Dark Horse comic. 

A.D. Vision is also releasing a spe- 
k cial edition tape with an 
extra 40-minute “making 
of” bit. 

Manga 

Entertainment’s 
Bounty Dog 
(right) is a 45 
"minute 


OVA about private investigators mixed up in 
an eons-old alien affair on our newly colo¬ 
nized moon. Look for it March 19th. 

Clearly, you’ve got plenty to keep you 
busy... See you next month! 
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Welcome to Other Stuff. On with 
the show. 


As we all know, Nintendo has 
delayed their 64-bit system yet 
again. From what we hear, there 
are two reasons for this: Reason 
#1 is what Nintendo considers a 
supply and demand “problem.” 

You see, Nintendo has just now 
discovered that many hungry con¬ 
sumers out there are just itching to 
buy the N64. How many con¬ 
sumers? An estimated 3.1 million 
gamers will buy an N64 by the end 
of 1996 in Japan alone, according 
to Nintendo. Currently, only 
around 220,000 N64’s have been 
manufactured to date and (sur¬ 
prise) this isn’t enough units to 
supply both Japan and North 
America in April. Nintendo appar¬ 
ently wants to avoid repeating the 
supply fiasco of 1991 when they 
released the 16-bit Super Famicom 
(SNES) in Japan. At the Super 
Famicom’s release date, Nintendo 
sold their entire allotment (around 
350,000 units) within hours. 
Demand was so high, greedy 
retailers charged top dollar for the 
units, costing Nintendo jillions of 
yen. Had more units been avail¬ 
able, that gouge money would have 
gone directly to Nintendo. This 
time around, Nintendo wants to 
provide ample supply for the 
Japanese market, and to do that, 
they sacrificed the April '96 North 
American release date. That’s all 
fine and dandy, but we now hear 
the N64 is going to be delayed YET 
AGAIN, only this time in Japan, 
which brings us to reason #2... 
Mario 64... From what we hear, 
M64 won’t be ready in time for the 
April 21 release date. Officially, 
the 4/21/96 release date still 
stands... but uhh... don’t be sur¬ 
prised if that slips to, say, Sunday 
June 2nd, 1996. Nintendo is 


rumored to be 
“allowing” a 
4,000 Yen 
($40.00) deposit 
on April 21st, so 
Japanese gamers 
can reserve their 
N64 in advance... 
no comment... 


NOA is currently 
gearing up for the 
rapidly approach¬ 
ing E3 Show in LA. 
N64 games on dis¬ 
play include: Killer 
Instinct 64, Super 
Mario 64, PilotWings 64, Wave 
Race 64, Cruis’n USA, Doom, FIFA 
Soccer, Super Mario Kart R, 
Goldeneye, Shadows of the 
Empire, Buggy Boogie, Body 
Harvest, Blast Dozer and an 
unknown puzzle game by Nintendo. 
For the SNES, Donkey Kong 
Country 3, FX Skiing, Ken Griffey 
Junior, Kl 2, and Kirby Deluxe are 
all possible candidates. We also 
hear that Capcom will be showing 
a 40 meg version of Street Fighter 
Alpha for the SNES. 


In a recent round table with GF 
staff (DH and JP), Howard Lincoln, 
President of Nintendo of America, 
hinted towards a few upcoming 
N64 titles. He said that Kid Icarus 
64 (joy) and Metroid 64 (big joy) 
will both be available for N64 
(when, he didn’t specify) and that 
Rare is working on a Bulky Drive 
action game, due out in late 1997. 
Williams also has more N64 games 
down the pipeline. War Gods, the 
upcoming 3-D coin-op fighter is 
one candidate, Cruis’n The World 
(sequel to Cruis’n USA ) is another. 
Other N64 titles to watch out for 
include: Ultra Mortal Kombat, 
Robotron 3-D, and also an 
unnamed off-road driving game. 
Konami is rumored to be showing a 
golf game and a soccer game for 
the N64 at the 1996 Shoshinkai 
show in August... how depressing. 
Where’s Castlevania and Contra. 
Konami... Sports? 


Matsushita’s (gesundheit) 64-bit 
M2 console inches closer to reality. 
The Japanese release date is being 
hinted as “a fall 1996 launch” and 
America is expected to receive the 
M2 sometime in early ’97 or per¬ 
haps as soon as late ’96. In hard¬ 
ware news, the M2 is now said to 
include a whopping 8 megabytes of 


RAM and utilize a quad speed CD 
drive. The damn-is-this-thing- 
expensive-to-manufacture unit will 
retail at $299 with a pack-in game 
included... In the meantime, 
Matsushita has just scored a major 
coup by officially signing on 
Konami of Japan as a developer. 
Konami is hard at work on a 3-D 
fighting game which will debut first 
on an arcade M2 board, late in 
1996, and then on the home con¬ 
sole at a later date. Perhaps even 
more significant is that Capcom is 
also rumored to be an M2 develop¬ 
er. We don’t know exactly what 
game(s) Capcom plans to release 
on the M2, but considering the 
major-league roll Capcom is on 
lately (SFA, SFA 2, D&D 2, Marvel 
Super Heroes, and Night Warriors, 
to name a few) how bad could it 
be? Think about it... With those 
two major developers in their back 
pockets, “the company with too 
much money” now has Square and 
Enix in their cross-hairs. Hearing 
news that there may be trouble in 
Nintendo paradise, Matsushita is 
rumored to be tripping over them¬ 
selves, scrambling to shove as 
much cash as possible into the 
faces of Square and Enix, trying to 
convince them that the water is 
much warmer in M2 land. 


Insiders at Sega have confirmed 
that they are working on a 64-bit 
machine which is Saturn based and 
will incorporate DVD technology. 
Not many details are known about 
the project, but we are inclined to 
believe that the console in question 
will be based on Matsushita’s M2 
chipset. Sega has made a huge 
investment of time, money and 
company pride on the Saturn and 
they are making certain that this 
64-bit project is backwards com¬ 
patible with their current hardware. 
Matsushita shares Sega’s philoso¬ 
phy of backwards compatibility and 
are guaranteeing that the M2 will 
work on the 32-bit 3D0 as well. 

One then, has to wonder how Sega 
and Matsushita are going to pull 
off: A) designing an M2 chipset that 
will not only play Saturn and M2 
games, but also accelerate a 
Saturn up to full M2 status, B) not 
further confusing the loyal Sega 
consumer by offering them a game 
system that could potentially play 
up to FIVE different formats (32-bit 
Saturn games, 32-bit 3D0 games, 
64-bit M2 CD games, 64-bit M2 
DVD games AND DVD movies... 
oy!), and C) designing the Einstein 
of operating systems - one that can 
quickly and efficiently identify and 
differentiate 5 different formats on 


the fly... a daunting task. The one 
saving grace of this whole deal is 
that we’re talking about Sega and 
Matsushita here. Individually, 
these two companies can make the 
impossible a reality. Together, 
Sega and Matsushita could make 
history. As we said before in OS, 
Sega is not only working on this 
project, but others as well. And 
Matsushita? If their dream team 
consisted of Capcom, Konami, 

Enix, Square, and (gulp) Sega, all 
in one neat M2 package, they could 
be a force to be reckoned with... to 
say the least. 


Last month in OS we mentioned an 
action game for the Play Station 
developed by Naughty Dog. The 
name has been changed from Willy 
Wombat to Crash Bandicoot. Sony 
Computer Entertainment recently 
obtained the rights to Crash 
Bandicoot from Universal 
Interactive, and is now considering 
CB as a potential PSX mascot. As 
we said before, the CB project is 
being programmed by Naughty Dog 
and headed up by 
Producer/Director David Siller, cre¬ 
ator of Aero the Acrobat parts 1 & 

2. Crash Bandicoot is a Mario 64- 
ish 3-D action game and is sched¬ 
uled to be released in October. 


David Perry and co. have uttered a 
few details concerning their latest 
title: MDK: Murder, Death, Kill. 
Due out later this year, MDK is set 
to debut on the PC. MDK is a 3-D 
sci-fi action/shooting game and is 
said to be ultra-violent. Complex 
3-D environments and a dark, evil, 
futuristic mood separate MDKUom 
the rest of the next-generation 
pack. A PlayStation version is on 
tap for a ’97 release and an M2 
version is also a possibility. But 
what’s this about pizza? 


I doubt it, but rumors are circulat¬ 
ing in Japan of a supposed 
replacement. That’s right, the little, 
hedgehog responsible for putting 
Sega on top (with a little help from 
Tom of course) could be replaced. 

So what is this mystery game 
based on? All we can figure is that 
Sega may have their sights on a 
tad older user for their 32-bit sys¬ 
tem and upcoming (and inevitable) 
64. That is, if the rumor’s true. 
Regardless, Sonic is on a roll once 
again with three games currently in 
development: Fighting Sonic, an 
STI-developed 3-D Sonic, and a 
yet-unseen SOJ Sonic. We’ll keep 
you posted... 
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PLAYSTATION CHIEF EXITS 
After only four months as 
president of Sony 
Computer Inter-tainment, 
Marty Homlish is leaving 
that post to return to Sony 
Electronics. Sony 
Computer Entertainment is 
Sony’s marketing and dis¬ 
tribution arm for the 32-bit 
PlayStation. 

Homlish, who ascended 
to the president’s position 
in October (taking over the 
position from Olaf Olaffson 
who in turn snatched the 
job away from Steve 
Race), will be involved in 
two new business ventures 
at Sony Electronics. A 
company spokesman said 
he (Homlish) left SCE 
because he wanted to con¬ 
tinue living on the East 
coast, rather than relocat¬ 
ing to the northern 
California community of 
Foster City, where the 
PlayStation division is 
headquartered. 

Shigeo Maruyama will 
succeed Homlish at Sony 
Computer Entertainment. 
Maruyama is currently 
serving as vice president 
of Sony Computer 
Entertainment Japan. 


ATARI CORP. LAUNCHES 
NEW DIVISION FOR PC 
MARKET 



Atari Corp. is launching a 
new division to make and 
distribute game software 
for personal computers 
which are estimated to be 
in 10 million US homes. 

The new unit, called Atari 
Interactive, will tap into its 
library of game titles and 
adapt them to run on 
today’s high-powered PC 
models. Atari will update 
games, which include Pac 
Man and Asteroids, with 
three-dimensional graph¬ 
ics and stereo sound. 


KONAMI & MEI JOINTLY 
DEVELOP MOTHERBOARD 
FOR ARCADE MACHINES 



Konami Co. 
Ltd. and 
Matsushita 
Electric 
Industrial Co., 
will jointly develop a new 
64-bit mother board for 
video game machines used 
in amusement arcades. 

The motherboard will be 
released with Konami- 
related game software by 
the end of 1996. Konami 
plans to adopt 
Matsushita’s 64-bit M2 
system to develop action 
video game software using 
three-dimensional comput¬ 
er graphics. The price of 
the motherboard will be 
under $2,000. Konami will 
supply 5,000-10,000 
boards for each software 
title to amusement arcades 
worldwide. Konami 
expects total annual profits 
to expand $20 million or 
more as a result of the 
new product. Although 
Konami also develops 
motherboards, it decided 
to use Matsushita’s M2 
motherboard for 3-D com¬ 
puter graphics to cut 
development costs. 
Matsushita has already 
announced a plan to apply 
64-bit graphic processing 
technology in a wide num¬ 
ber of areas, including 
arcade games and person¬ 
al computers. 


Europe, Korea, and the 
rest of the world (South 
America, Africa, China). 
When asked if Goldstar 
would consider licensing 
the 64-bit M2, company 
officials stated, “Goldstar 
is still in negotiations with 
Matsushita regarding the 
M2 technology...” 

ACCLAIM ENTERS COIN-OP 
MARKET 

Acclaim Entertainment, 

Inc. announced that an 
arcade version of Batman 
Forever will be hitting 
arcades soon. This is the 
company’s first venture 
into the coin-op market 
and will also be the debut 
of their proprietary RAX 
audio technology. RAX 
audio technology is a 
high-fidelity, low data-rate 
software compression 
technology that allows pro¬ 
grammers to include virtu¬ 
ally any sound or sound¬ 
track without translating or 
reprogramming and can 
play up to 12 random 
audio tracks simultaneous¬ 
ly. Acclaim describes the 
game as “a one or two- 
player fighting game in 
which players may select 
either Batman or Robin as 
they venture through the 
Gotham City’s underworld 
in an attempt to prevent 
Two-Face and the Riddler 
from taking over the city.” 
Look for the game in an 
arcade near you in March. 


GOLDSTAR HALTS 3D0 
PRODUCTION 
LG Goldstar Corporation 
has made the decision to 
discontinue manufacture of 
the US version of its 32-bit 
3DO game console. The 
company has sufficient 
inventories relative to its 
foreseeable product life 
cycle and will continue to 
support current systems in 
the US market. Goldstar is 
also expected to support 
the 3D0 business in 


UBI SOFT OFFERS 
RAYMAN DEMO DISC 
Ubi Soft Entertainment is 
offering Saturn and 
PlayStation owners the 
opportunity to “try before 
they buy.” A preview CD 
of Rayman, which includes 
a playable version of the 
first world of the game, 
will be available for $5.95. 
Also included is a $5 
rebate coupon for those 
who decide to purchase 
the complete game. The 


decision to create the 
demo disk was made due 
to the overwhelming num¬ 
ber of requests on Ubi 
Soft’s web site 
(http://www.ubisoft.com) 
for downloadable demos. 
Demo disks are common 
practice in the PC market 
and Ubi Soft’s Carrie Tice 
feels that “this is a logical 
step for these Next 
Generation systems. 

NINTENDO URGES TRADE 
ACTION TO END VIDEO 
GAME PIRACY. 
Nintendo of America Inc. 
urged U.S. Trade 
Representative Mickey 
Kantor to take action 
against China, Taiwan, 
Hong Kong, and 4 Latin 
American countries that 
have failed to end the ram¬ 
pant counterfeiting of 
Nintendo video game prod¬ 
ucts. Nintendo estimated 
it lost more than $1.3 bil¬ 
lion in sales to piracy in 
1995 alone. 

More than 75 U.S. com¬ 
panies that create, license 
and sell Nintendo game 
products joined Nintendo 
in making the recommen¬ 
dations filed under the 
trademarks and other intel¬ 
lectual property. 

Nintendo and its publish¬ 
ers have waged an aggres¬ 
sive campaign against 
video game counterfeiting 
for more than a decade. 
They have worked with the 
U.S. Customs Service and 
with customs officials and 
law enforcement authori¬ 
ties in Western Europe, 
Latin America, the Middle 
East, and Asia to combat 
counterfeiting. Nintendo 
also has brought legal 
actions against hundreds 
of video game counterfeit¬ 
ers in more than 30 coun¬ 
tries. This latest action 
marks Nintendo’s long¬ 
term dedication towards 
halting the illegal sales of 
counterfeited games. 
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Congratulations to our 3rd prize win¬ 
ners, all 10 of whom win a year’s 
subscription to the best magazine on 
the planet, GameFan! 



Sean Anderson 
Brighton, Ontario, 
Canada 


Doran Johnson 
Westwego, LA 




Erik Rodriguez 
West Palm Beach, FL 


The unknown 
Howard Stern Fan, 







Call us! 




James Coats 
Mansfield, Ohio 


Erik Steele 
Clinton twp, Ml 




Jennifer Call 



K Nb 


Ken Abrahamsen 
Palenville, NY 


Newport News, VA 


Justin Erickson 
Grimsby, Ontario, 
Canada 


Anthony Yepes 
Waterbury, CT 


Send us your old games 


Receive a check back or purchase other titles of your choice 
Prices in this ad are good thru 4/30/96 

Visit our World Wide Web Homepage - http://www.cybergate.com/~bre 


m hell 
M HI OCTANE 
HIGH VELOCITY 


BATMAN & ROBIN 
BATMAN FOREVER 
BEAV1S & 3UTTHEAD 
BEYOND OASIS 
BIG HURT BASEBALL 
CLAY FIGHTER 
COLLEGESLAM 
COMIX ZONE 


39.95/15.00 
34.95/14.00 
34.95/14.00 
• 39.95/20.00 
34.95/15.00 
39.95/20.00 
34.95/14.00 
39.95/20.00 
39.95/20.00 


f GEiie^i¥ ) 

We Sell Used / We Buy HYPER 3D PINBALL 

29.95/14.00 IMPACTRACING 

34.95/15.00 INTL VICTORY GOAL 

34 95/14.00 IRON STORM 

39.^2000 JETSKIRAGE - 

34.95/14.00 JOHNNY BAZOOKATONE39.B5120.00 

29.95/12.00 JOURNEYMAN PROJ. 39.95/18.00 

44.95/25.00 JUDGE DREDD - 

- 34.95/14.00 KINGDOM O'MAGIC 

CRUSADER OF CENTY 39.95/20.00 LAST GLADIATOR 

DEMOLITION MAN 34.95/14.00 LEGACY OF KAIN 

DESERT DEMOLITION 34.95/14.00 LEGEND OF THOR 

DESERT STRIKE 29.95/12.00 LOADED 

DOOM TROOPERS 39.95/20.00 MAGIC CARPET „ „ 

DRAGON 34.95/14.00 MANSION HIDDEN SOUL 29.95/10.00 

DUNE 44.95/25.00 MAXIMUM SURGE 44.95/22.00 

DUNGEON & DRAGONS 44.95/25.00 MICKEY THOMPSON'S 

c ’"T'""" r " 29.95/12.00 SUPERCROSS 44.95/22.00 

44.95/25.00 MINNESOTA FATS 29.95/10.00 

34.95/14.00 MORTAL KOMBATII - 

39.95/15.00 MR. BONES 

39.95/18.00 MYST 

34.95/14.00 MYSTARIA 


39.95/18.00 

44.95/22.00 

34.95/15.00 

44.95/22.00 

39.95/20.00 

44.9524.00 

39.95/20.00 


EARTHWCRMJIM 
EARTHWORM JIM 2 
EXOSQUAD 
FIFA , 96 

FOREMAN FOR REAL 
GENGHIS KHAN II 


39.95/22.00 


29.95/10.00 


GREATEST HEAVYWGT 29.95/12.00 NBA ACTION 96 44.9V24.00 

INCREDIBLE HULK 29.95/13.00 NBA IN THE ZONE 39.9520.00 

JOHN MADDEN "96 29.95/12.00 NBA JAM TOURN. EDIT. 34.95/14.00 

JUDGE DREDD 29.95/12.00 NFL FULL CONTACT 39.95/18.00 

KAWASAKI SUPERBIKE 39.9520.00 N FLO-BACK CLUB 96 34.95/15.00 

LIGHT CRUSADER 39.95/20.00 NHL ALL STAR HOCKEY 29.95/10.00 

29.95/12.00 NHL HOCKEY 96 39.9V18.00 

49.9525.00 OFF WORLD INTER. EXT 34.9V14.00 

29.9V10.00 p.T.O. II 49.95/25.00 

44.9V22.00 PANZER DRAGOON 24.9V8.00 


MAXIMUM CARNAGE 
MIGHT 8 MAGIC 
MORTAL KOMBAT II 
MORTAL KOMBAT III 


NBA JAM TOURN EDIT. 24.9V10.00 PANZER DRAGOON 2 39.95/20JX> 


NBA LIVE 96 
NEW HORIZONS 
NFL Q-BACK CLUB 96 
NHL HOCKEY'96 
OOZE 

OPERATION EUROPE 
P.T.O. 

PGA TOUR GOLF 96 
PHANTASY STAR II 
PHANTASY STAR III 
PHANTASY STAR IV 
PITFALL MAYAN ADV. 
POWER RANGERS 


34.9V15.00 

44.9V22.00 

39.9520.00 


34.9V14.00 PARODIUS 34.9V14.00 

49.9V25.00 PEBBLE BEACH GOLF 29.9V10.00 

29.9V13.00 PGA TOUR GOLF VS 44.9V25.00 

29.9V12.00 POPITO 

34.9V14.00 PRIMAL RAGE 

44.9V20.00 PRIMETIME NFL FIB 

49.9V25.00 PRIZEFIGHTER 

49.9525.00 PROJECT OVERKILL _ 

39.9V15.00 QUARTERBACK ATTACK 29.9V10.00 

34.9V14.00 RAWPURSUIT . 

49.9525.00 RAYMAN 

34.9V15.00 RETURN FIRE 

34.9V15.00 RETURN TO ZORK 


39.9V18.00 


POWER RANGER MOVIE 39.9520.00 REVOLUTION X 


PRIMAL RAGE 
PRIMETIME NFL F/B 
ROAD RASH 2 
ROAD RASH 3 
SAMURAI SHODOWN 
SAT SUM MASTERS 


29.9V12.00 RIGLORDSAGA 
29.9V12.00 RIPPER X 
34.9V14.00 RISE OF ROBOTS 2 
44.95/22.00 ROAD KILL 
29.9V12.00 ROAD RASH 


29.9V12.00 

39.9V20.00 

44.9522.00 

44.9V22.00 

39.9520.00 


39.9V20.00 

39.9520.00 

44.9V24.00 


29.95/12.00 ROBINSON'S REQUIEM 39.9522M 


29.9V10.00 

44.95/20.00 

39.9V15.00 

39.9V20.00 

39.9V20.00 


SEPARATION ANXIETY 39.95/20.00 ROBOTICA 
SHINING FORCE 34.95/14.00 ROM. 3 KINGDOMS 4 
SHINING FORCE 2 44.95/25.00 RUGBY'96 

SONIC HEDGEHOG 3 29.9V12.00 RUINS 

SONIC & KNUCKLES 34.9V14.00 SCORCHER _ 

SPIDERMAN (ACCUIM) 34.95/14.00 SCREAMING WHEELS 39.9V20.00 
STAR TREK TNG 29.9V12.00 SEGA RALLY CHAMP 44.9V22.00 
STAR TREK DEEP SPAC 934.9V15.00 SHELLSHOCK 
STREETS OF RAGE 3 29.9V12.00 SHINING WISDOM 

TAZ ESCAPE MARS 29.9V12.00 SHINOBI LEGIONS 
TECMO SUPER BOWL III 39.9520.00 SHOCKWAVE 
TNN BASS TOURN. 96 49.9V30.00 SHREDFEST 
TOE JAM & EARL 2 24.9V10.00 SIGN OF THE SUN 

TOUGHMAN CONTEST 34.9V14.00 SIMCITY2000 


TOY STORY 
URBAN STRIKE 
VECTORMAN 
VIRTUAL BART 
VRTROOPERS 
WEAPONLORD 


39.9520.00 

39.9520.00 

39.9V18.00 


44.9525.00 SKELETON WARRIORS 39.9520.00 


29.9V12.00 SLAM N JAM'96 
44.9522.00 SOUR ECLIPSE 
29.9V13.00 SPACE ACE 
34.95/14.00 SPLIT REALITIES 
39.9V20.00 SPOT GOES HOLLY. 


WWF ARCADE GAME 39.9V20.00 STEEL HARBINGER 
X MEN 2 CLONE WARS 34.9V14.00 STORM 

STREET FIGHTER ALPHA44.9V25.00 
ST. FIGHTER MOVIE 24.9V8.00 


39.9V20.00 
29.9 VI 0.00 
39.9520.00 
39.9V20.00 
39.9520.00 
34.9V15.00 
39.9V20.00 


JUDGE DREDD 29.9V12.00 

JUNGLE BOOK 34.95/14.00 

JUNGLE STRIKE 39.9V20.00 
JURASSIC PARK 2 34.9V14.00 

JUSTICE LEAGUE TASK 29.9V12.00 
KAWASAKI SUPERBIKE 44.9V22.00 
KIUER INSTINCT 39.9V18.00 
KING ARTHUR 

KNIGHTS OF JUSTICE 39.9V18.00 
KIRBYS DREAM COURSE29.9V10.00 
KIRBYS AVAUNCHE 29.9V10.00 
LION KING 34.9V14.00 

LORDS OF DARKNESS 34.9V14.00 
LORD OF THE RINGS 34.9V14.00 
LUFIA 39.9V20.00 

LUFIA2 49.9V30.00 

MAXIMUM CARNAGE 29.9V12.00 
MECH WARRIOR 3050 44.9524.00 

MEGAMAN X2 39.9V15.00 

MEGAMAN X3 44.9V24.00 

MEGAMAN 7 39.9V20.00 

MICHAEL AND. RACING 39.9V20.00 
MIGHT & MAGIC III 49.9525.00 
MORTAL KOMBAT II 19.9V10.00 
MORTAL KOMBAT III 44.9520.00 
NBA GIVE'N GO 39.9V15.00 
NBA JAM TOURN EDIT. 29.9V10.00 
NBA UVE 96 39.9V18.00 

NEW HORIZONS 49.9V30.00 
NFL Q-BACK CLUB 96 39.9V18.00 

NHL HOCKEY 96 34.9V14.00 

NINJA GAIDEN TRILOGY 34.9V14.00 
NO FEAR RACING 44.9525.00 
OGRE BATTLE 49.9525.00 

OPERATION EUROPE 39.9V18.00 
PALADIN’S QUEST 39.9V18.00 
PITFALL MAYAN ADV. 29.9VI 2.00 
POWER RANGERS 39.9V18.00 

THE MOVIE 

FIGHTING EDITION 
PRIMAL RAGE 
REVOLUTION X 
ROM. 3 KINGDOMS 2 44.9520.00 

ROM. 3 KINGDOMS 3 49.9524.00 

SAMURAI SHODOWN 29.9V12.00 
SECRET OF EVERMORE 49.9525.00 
SECRET OF MANA 39.9V18.00 
SEPARATION ANXIETY 39.9V18.00 
SIMCITY 39.9520.00 

SOUL BLAZER 34.9V14.00 

SPAWN 39.9V18.00 

SPIDERMAN (ACCUIM) 34.9V14.00 
STAR TREK 

DEEP SPACE 9 44.9522.00 

STAR FLEET ACADEMY 34.95/15.00 
SUPER CAESAR’S PAL 39.9520.00 
SUPER MARIO ALL STAR 34.9V14.00 
SUPER MARIO KART 34.95/15.00 
SUPER MARIO RPG 54.9V32.00 
SUPER MARIO WORLD 2 

YOSHI'S ISUND 44.9V25.00 
SUPER PUNCH OUT 29.9V12.00 
SUPER RBI BASEBALL 39.9V15.00 
SUPER STREET FIGHT 2 29.95/12.00 
TECMO SEC OF STARS 39.9V18.00 
TECMO SUPER BOWL III 39.9V15.00 
TETRIS 2 39.9520.00 

TETRIS/OR MARIO 44.9520.00 
TNN BASS TOURN. 49.9525.00 
TOP GEAR 39.9V15.00 

TOP GEAR 2 39.9V18.00 

TOP GEAR 3000 
TOY STORY 

TRUE LIES 29.9V10.00 

TURNS BURN 34.9V14.00 

UNCHARTED WATERS 44.9V24.00 
UR3AN STRIKE 39.9520.00 

VIRTUAL BART 29.9V12.00 

WEAPONLORD 39.9520.00 

WWF ARCADE GAME 44.9522.00 


3D BASEBALL 44.9525.00 

4X4GEARS 'NGUTS 44.9525.00 
A TRAIN 4 39.9520.00 

AEON FLUX 39.9520.00 

AFTERMATH 39.9520.00 

AGILE WARRIOR FI IX 34.9V14.00 
AIR COMBAT 29.9V12O0 

ALIEN TRILOGY 44.9V2400 
ALIEN VIRUS 39.9V20.00 

ALONE IN THE DARK 44.9524.00 

ASSAULT RIGS - 

BALL BLAZER X 
BASES LOADED 96 

BATMAN FOREVER _ 

BATTLE ARENA TOSH1N. 29.9V13.00 
BATKETECH 44.9525.00 

BIG BASS WORLD CHMP49.9V25.00 
BIG HURT BASEBALL 44.9522.00 
BLAZING DRAGONS 39.9520.00 
BOTTOM OF THE 9TH 39.9522.00 
BRAINDEAD13 39.9520.00 

BUSTER BROS COUEC739.9V20.00 
CASPER 39.9V20.00 

CHAMPIONSHIP POOL 44.9522.00 
CHAOS CONTROL 39.9520.00 
CHESSMASTER 3D 39.9520.00 
CHRONICLESOFSINORD49.95I25.QO 
COLLEGE SLAM 39.9522.00 
CONGO 39.9520.00 

CONV. CITY BALL TOUR 34.9V15.00 
COSMIC RACE 39.9520.00 

CREA TURE SHOCK 39.9520.00 
CRIME CRACKERS 39.9V18.00 

CRITICOM .. 

CYBER SLED 
CYBERIA 
CYBERSPEED 


MINNESOTA FATS POOL 44.9V22.0 
MLBPA BASEBALL 44.9522.0 

MONSTROUS CITY - 

MORTAL KOMBAT III 
MYST 
MYSTARIA 
NBA IN THE ZONE 
NBA JAM T.E. 

NCAA BASKETBALL 
NFL FULL CONTACT 
NFL GAME DAY 


39.9V18.0 

44.9524.0 

44.9522.0 

39.95/20.0 

29.9V10.0 

44.9522.0 

44.9524.0 

39.9V15.0 


44.952200 NFL O-BACK CLUB 96 44.9525.0 

39.952000 I- - 

44.9525.00 I 


39.9V18.0 

44.9524.0 

39.9520.0 

29.9V10.0 


54.9V30.0 

44.9V24.0 

39.95/20.0 

39.9V20.0 

44.9522.0 

39.9520.0 

44.9524.0 


44.9520.00 

44.9522.00 

29.9V12.00 

39.9520.00 


44.9524.00 
39.9V20.00 
29.9 VI 2.00 
44.9524.00 


44.9520.00 


39.9V20.00 

44.9524.00 

39.9520.00 


44.9V24.00 



S3SA 

S&nunFM 


SUPREME WARRIOR 34.9V14.00 
TMEK 39.9520.00 

TANK COMMANDER 44.9522.00 
TECMO SUPER BOWL 3 49.9525.00 
THEME PARK 34.9V14.00 

THUNDERHAWK 39.9520.00 
THUNDERSTRIKE 2 34.9V14.00 

VALORA VALLEY GOLF 34.9V14.00 
VARUNA'S FORCES 39.9520.00 
VERTIGO 39.9520.00 

VIEWPOINT 34.9V14.00 

VIRTUA COP W/O GUN 34.9V18.00 
VIRTUACOPW/GUN 49.9525.00 
VIRTUA FIGHTER 2 
VIRTUA HYDLIDE 
VIRTUA RACING 
VIRTUA STRIKER 
■WQVPnm VIRTUAL CHESS 
VIRTUAL POOL 

SSSSm VR BASEBALL'96 




PlayStation r 


29.9 VI 2.00 
29.9V12.00 
39.9520.00 
29.9V12.00 
44.95/22.00 
DSD TOWER OF DOOM 49.9525.00 
DARK FORCES 39.9522.00 

DARK LEGENDS 44.9522.00 
DARK NET 39.9520.00 

DARK SUN: 

SHATTERED LANDS 44.95/22.00 

DARKSTALKERS - 

DEADLY SKIES 
DEFCON 5 

DESCENT _ 

DESTRUCTION DERBY 39.9V18.00 
DISCWORLD 39.9V18.00 

DOOM 

DRUID DEMONS 
OF THE MIND 
EARTHWORM JIM 2 
ENDORFUN 
ESPN EXTREME GAMES 39.9V15.00 
EXTREME PINBALL 39.9520.00 
Fill AARDVARK 44.9522.00 
FADE 2 BLACK 44.9524.00 

FANTASTIC PINBALL 
FATAL RACING 
FIFA INTL SOCCER 96 39.95/18.00 
FOXHUNT 39.9520.00 

G POLICE 39.9520.00 

GALACTIC ATTACK 39.9520.00 
GEX 39.9520.00 

GOAL STORM SOCCER 34.9V14.00 
GT BASKETBALL 39.9520.00 
GT FOOTBALL 39.9520.00 

GUNDAM 39.9520.00 

GUNNER'S HEAVEN 39.9520.00 
HARBINGER 44.9522.00 

HARDBALL 5 44.9525.00 

HEART OF DARKNESS 49.9524.00 
HI OCTANE 39.95/18.00 

HYPER 3D PINBALL 39.95.20.00 
IMPACTRACING 44.9524.00 
IN THE HUNT 39.9520.00 

JOHNNY BAZOOKA 70NE44.9522.00 
JOHNNY MNEMONIC 44.9522.00 
JOURNEYMAN PROJ. 39.9520.00 
JUMPING FUSH 
JUPITER STRIKE 
KILEAK DNAIMPER. 

KINGS FIELD 
KINGDOM O'MAGIC 
KRAZYIVAN 
LEGACY OF KAIN 
LEMMINGS 3D 
LOADED 
LONE SOLDIER 
LOST VIKINGS II 
MAG ZONE 
MAGIC CARPET 


NHL FACE OFF 
NHL HOCKEY 96 
NIGHT WARRIORS 
NOVA STORM 
OFF WORLD INTER. 

P.T.O. II 

PANZER GENERAL 
PARASITE 
PARODIUS 
PGA TOUR GOLF'96 
PHILOSOMA 

POED _ 

POWER SERVE TENNIS 29.9V10.0i 
PRIMAL RAGE 39.9520.0, 

PROJECT OVERKILL 
PROWLER 
PSYCHIC DETECTIVE 39.9520.0 

PYRAMID INTRUDER 39.9520.0 

RAIDEN PROJECT 
RAVEN PROJECT 
RAWPURSUIT 
RAYMAN 
RAZOR WING 
REBOOT 
RESIDENT EVIL 
RETURN FIRE 
RETURN TO ZORK 
REVOLUTION X 
RIDGE RACER 
RIDGE RACER 
REVOLUTION 


29.9510.0 

44.9524.0 
34.9514.0 
44.9524.0 
39.9520.0 
44.9525.0 
39 95 20 0 
44.9522.0 
39.9520.0 
29.9510.0 


44.9524.0 


39.9518.00 

39.9520.00 

34.9V14.00 

44.9522.00 

44.9524.00 

44.9522.00 

44.9522.00 

34.9V14.00 


RISE OF ROBOTS 2 
ROAD RASH 
ROCK 'N ROLL RACING 44.9522.0 
ROM. 3 KINGDOMS 4 59.9532.0 

RUINS 39.9520.0 

RUNS GUN BASKET. 44.9524.0 
SCREAMING WHEELS 39.9522.0 
SENVENT 44.9522.0 

SHELLSHOCK 39.9522.0 

SHOCKWAVE ASSAULT 29.9512.0 
SHREDFEST 39.9522.0 

SILVERLOAD 39.9522.0 

SKELETON WARRIOR 39.9520.0 
SLAYER 44.9524.0 

SOLAR ECLIPSE 39.9520.0 
SPACE GRIFFON VF-9 34.9514.0 

SPLIT REALITIES - 

SPOT GOES HOLLY. 

STARBLADE ALPHA 
STEEL HARBINGER 
STORM 

STREET RACER 
STREET FIGHTER ALPHA49.9530.0 
STREET FIGHTER MOV. 29.9510.0 

SYNDICATE WARS - 

TEAM 47 GOMAN 
TEKKEN 
THEME PARK 
THUNDERHAWK 
THUNDERSTRIKE 2 

TOP GUN - 

TOTAL ECLIPSE TURBO 29.9510.0 
TWISTED METAL 39.9520.0 
VMAX 

VELOCITY MAXIMUM 
VIEWPOINT 
VIRUS 

VR BASEBALL '96 
VR SOCCER 
WAR HAMMER 
WARHAWK 
WARRIORS OF FATE 
WATERWORLD 


39.9522.0 

39.9520.0 

44.9522.0 

44.9522.0 

39.9520.0 

44.9522.0 


44.9522.0 

39.9520.0 

39.9518.0 

39.9522.0 

39.9520.0 


44.9522.0 


29.9512.0 

44.9522.0 

44.9524.0 

39.9515.0 

49.9530.0 

39.9520.0 

44.9522.0 

39.9520.0 


WING COMMANDER III 49.9525.C 


39.9520.00 


We Sell Used/We B 
1ITHHOUR 44.95/25. 

3D BASEBALL 
AFTERMATH 

AUEN TRILOGY 39.9522.00 i/fl BASKETBALL 

ALONE IN THE DARK2 44.9522.00 vflHCCKEY 

a*™ 39.9520.00 

39952000 WATERWORLD 
WICKED 18 
WING ARMS 


44.9522.00 

34.9V14.00 

34.95/14.00 


We Sell Used/We Buy 
11THHOUR 49.9525.00 

3 DECATHLON 39.9V20.00 


MANSION OF H/0.SOULS44.9V22.OO 
METAL JACKET 39.9520.00 

MICKEY THOMPSON'S 
- 44.9525.00 


WIPEOUT 
WORLD CUP GOLF 
WWF ARCADE 
XCOM 
XMEN 

XENO POLICE 
ZERO DIVIDE 
ZOOP 

PUYSTATION SYSTEM W/AV CABL 
AND 1 CONTROL PAD 


39.9V20.C 

44.9522.C 

44.9522. C 
29.9512.C 
44.9524,C 

39.9522. ( 
39.9520.C 
29.9510.C 


AMOK 
ASTAL 
BASKETBALL 
BATMAN FOREVER 44.9522.00 


44.95/24.00 
44.9524.00 
44.9522.00 1 
44.9522.00 i 
39.9515.00 
39.95/15.00 I 
39.9V18.00 
39.9520.00 I 
44.9522.00 


3DO w/2 Games 


WmCWMANDERIII 459525.00 


BATTLE MONSTERS 
BATTLETECH 
BIG HURT BASEBALL 
BUCKFIRE 
BLAZING DRAGONS 
BRAINDEAD 13 
BRUTAL 2210 


CAESAR'S WORLD 
CANYON RACER 

CASPER 39.9V20.00 

CASTLEVANIA 44.9V24.00 

CENTER RING BOXING 34.9515.00 
CHAOS CONTROL 39.9522.00 
CLOCKWORK KNIGHT 19.956.00 
CLOCKWORK KNIGHT2 39.9V20.00 

COLLEGESLAM - 

CONGO 

CORPSE KIUER 
CREATURE SHOCK 
CRIME WAVE 
CRIVCOM 
CYBER SPEEDWAY 
CYBERIA 
CYBERSLED 


S m WORLD CUP GOLF 39.9V15.00 , 
WORLD SERIES BBALL 29.9V10.00 
WORLDWIDE SOCCER 19.956.00 
WWF ARCADE GAME 44.9522.00 
X' 35 39.9520.00 

XMEN CHILDREN ATOM 44.9522.00 
3 S'“ ZORK NEMESIS 44.9524.00 
SATURN SYSTEM W/AV CABLE 
m AND 1 CONTROL PAD 140.00 


$99.95 


SUPER 

NINTENDO 


39.9522.00 

34.9V15.00 We Sell Used / We Buy 

29 9V12.00 7THSAGA 44.9520.00 

39.9520.00 7THSAGA2 49.9V30.00 

39.9520.00 ALIEN VS PREDATOR 34.9V14.00 

34.9V15.00 BASS MASTERS CUSS. 44.9522.00 

29.9V12.00 BASSIN’S BUCK BASS 49.9500.00 

39.9520.00 BATMAN & ROBIN 34.9V14.00 

34.9V14.00 BATMAN FOREVER 

U 39.9520.00 BEAVIS & BUTTHEAD 

D&D TOWER OF DOOM 49.9V25.00 BIG HURT BASEBAU 

DAEDALUS ENCOUNT. 39.9V20.00 BOOGERMAN 


34.9V14.00 

34.9V14.00 

39.9V20.00 


DARIUS GAIDEN 
DARK LEGEND 
DARK SAVIOR 
DARK SUN 
DARKSTALKERS 
DAYTONAUSA 
DEADLY SKIES 
DEFCON 5 
DESCENT 
DOUBLE HEADER 
DOUBLE SWITCH 
DRAGON'S LAIR 
DRAGONS OF THE 
SQUARE TABLE 


34.9V14.00 

34.9V14.00 

49.9525.00 


39.9V20.00 BRAINLORD 
39.95/18.00 BRANDISH 
44.9V22.00 BREATH OF FIRE 2 
44.9522.00 C2 JUDGEMENT CUY 29.9510.00 
44.95/22.00 CHRONO TRIGGER 44.9525.00 
24.9V8.00 CIVILIZATION 49.9V30.00 

39.9V20.00 COLLEGESLAM 44.9525.00 
29.9V12.00 CUTTHROAT ISUND 34.9V15.00 
44 9524.00 DEATH/RTNSUPERMAN34.9V14.00 
39.9520.00 DEMOLITION MAN 34.9V14.00 
39.9520.00 DESERT STRIKE 34.9V14.00 
39.9520.00 DONKEY KONG CNTRY 34.9V14.00 
DONKEY KONG CNTRY 2 49.9V25.00 


I Burning Soldier - Demolition Man - Dragon's Lair - Flashback - FIFA Inti Soccer 
Escape from Monster Manor - Gex - Gridders - Hell - Immercenary - Iron Angel of Apoc 
John Madden Football - Jurassic Park - Kingdom Far Reaches - Mad Dog McCree 

I Myst - Nighttrap - Need for Speed - Off World Interceptor - Out of this World 
Pebble Beach Golf - Real Pinball - Rebel Assault - Return Fire - Rise of the Robots 

I Road Rash - Samurai Shodown - Seal of the Pharoah - Sewer Shark - Shockwave 
Shockwave Operation Jumpgate - Slam 'N Jam '95 - Slayer - Space Ace - Space Pirates 
Star Control 2 - Starblade - Stellar 7 - Street Fighter 2 Turbo - Super Wing Commander 

I Supreme Warrior - Syndicate - Total Eclipse - Twisted - VR Stalker - Waialae Golf 
Way of the Warrior - World Cup Golf 

- Purchase a used 3DO core system and 

I your choice of 2 of the above used games for $99.95 

-plies limited lo stock on hand. Limit 1 system per customer. Please list alternative game titles when ordering 
by mail. 30 day warranty on used 3DO system, 90 day warranty on used games. SSH 48 states $14.00 


To Sell Games/Systems 


On a full sized piece ol paper, write your name, complete address, phone number and a list of all the cartridges wi 
the buy back prices you are selling. 

2. II you would like to purchase cartridges with the money or credit received, list the titles you would like to order on tl 
same piece of paper. 

3. Pack your cartridges, all paperwork in a box. Send the box to the address below by UPS or registered mail. Be su 
to include the ’Dept If on the outside ct your package. 

4. Your check will normaBy be mailed within 3-4 working days ol receiving your cartridges. 


- 44.9525.00 DOOM 

DUNGEONS & DRAGONS44.95I25.QO DOOM TROOPERS 
EARTHWORM JIM 2 44.9525.00 DRACUUX 

ETERNAL CHAMPIONS 39.9V22.00 DRAGON 
EXTREME PINBALL 39.9V20.00 EARTHBOUND 
FANTASY PINBALL 39.9V20.00 EARTHWORM JIM 
FIFA INTL SOCCER’96 34.95/14.00 EARTHWORM JIM 2 
FIGHTING FANTASY 44.95/22.00 ESPN SPEEDWORLD 

..- 39.9V20.00 FIFA'96 

34.9V15.00 FINAL FANTASY 2 

34.9V14.00 FINAL FANTASY 3 

39.9520.00 FINAL FIGHT 3 

39.9520.00 ILLUSION OF GAIA 

34.9V14.00 INDIANA JONES GREAT. 29.9V10.00 

39.9520.00 INCREDIBLE HULK 29.9V10.00 

39.9V18 00 ITCHY & SCRATCHY 34.9V14.00 

- iZZYS OLYMPIC OUEST 34.9V! 5.00 


To Buy Games 


FOXHUNT 
FREE RUNNER 
GALACTIC ATTACK 
GALAXY FIGHTER 


GHENWAR 
GRAND CHASER 
GT BASKETBALL 
HANG ON GP 


34.95/14JX) 
34.9V14.00 
34.9V14.00 
49.9525.00 
44.9V24.00 
39.9V18.00 
44.9V22.00 
44.9522.00 
39.9V15.00 
29.9V10.00 


1. On a full sized piece of paper, write your name, complete address, phone number and a list ol all the cartridges y 
would like to order. To speed processing ol your order, list an alternative for each title you are ordering. 

2. Calculate the total lor the cartridges you wish to order, including shipping & handling charges (S7.00 for the fii 
cartridge. $1.00 for each additional. Alaska, Hawaii, PR, APO, FPO, PO Boxes double shipping & handling charge 
California residents add 7.85% sales tax. 

3. Allow 21 days for personal checks to clear - sepd money order for fastest processing. 


4. Send your order to the address below. 

Send your Cartridges/Orders to: 

BRE Software 


HEART OF DARKNESS 44.9522.00 JOHN MADDEN “96 39.9V15.00 


352 W. Bedford Ave, Suite 104 Dept F4 
Fresno, CA 93711 


Credit Card Orders Call (209) 432-2684 


Titles in ITALICS are newer and may or may not be available, please call for availability. Cartridges/CD Titles for ALL SYSTEMS must include . 

included with the game. We wHI deduct $2.00 for each SNES cartridge without a cardboard insert and $5.00 for broken CD cases. Games without box, instructions, etc will be returned at your expens 
Cartridges/Discs not in resetlable condition or with.evidence of rental store stickers will be returned at your expense (S5.C0 minimum). All Used Cartridges have a 90 DAY WARRANTY and are subjr 
to availability. We reserve the right to refuse any sale or purchase. Allow 40 days to receive orders placed with money orders and 60 days to receive orders place with personal checks. No refunds 
exchanges on cartridges. For shipping, add $7.00 for the first cartridge and $1.00 for each additional. Alaska/Hawaii/PR/APO/PO Boxes double shipping charges. We do not ship to Canada. Califorr 
Residents add 7.85% tax. No COD'S. Prices are for mail order only. If we do not receive your package by 4/30/96 or your game titles are not listed in this ad, you will be paid Irom our current catalc 
Prices are based on 1 copy per title, lo buy or sell in quantity, contact our wholesale dept. To receive prices in this ad you must include the 'Dept. #' from this ad on the OUTSIDE ol your package. If y 
are unclear about any of our policies, procedures or prices, please call. FAX (209) 432-2599. PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. Super Nlntenc 
Ultra 64 is registered trademark of Nintendo of America Inc. BBS (209) 432-9619 - 2400 Baud. FAXBACK Information System (209) 432-2644. E-Mail BRESW@AOL.COM 

















The Slayers subtitled or 
dubbed 
4 volumes 
$19.95 each (VHS) 
available in June 


%o order or request a catalogue of our “f^ 212 ' 245 ' 9559 ' 
lax 212.245.7579, or check out our rea»» 1 ^ ^ spal| ail 

srouSstr;^.«. * 57 , » 326 , 

New York, New York, 10107. 


41 

SOFTWARE 

SCULPTORS 


SCREEN-SAVERS 

Tenchi Muyo! - $34.95 
Bubblegum Crisis - $34.95 
Project A-KO - $34.95 
Ranma 1/2 - $34.95 


VIDEO 

Zenki The Demon Prince subtitled 
6 volumes 
$24.95 each (VHS) 


Metal Fighter Miku 

subtitled 
6 volumes 
$24.95 each (VHS) 


CD-ROM 

Record of Lodoss War 

subtitled 
4 volumes 
$24.95 each 


Cyber City OEDO 808 

dubbed - with 2 free comics 
$24.95 


Legend of Lemnear 

subtitled 

$24.95 


Cybernetics Guardian 

subtitled 

$24.95 


Roujin Z dubbed 
$24.95 


Iria Zeiram the Animation 

subtitled 

2 volumes (3 episodes each) 
$24.95 each volume 


Venus Wars dubbed 
$24.95 














29796 

32547, 


(raw w/Gun $64 
Nightmares $52 


Power Piggs 
Primal Rage 
Realms 


10418 Braindead 13V 

33573 Corpse Killer 1 
10417 Dragon’s Lair 2 

33574 Earthworm Jim 


33576 Kriss Kross Make 
Your Own Video 

33577 Lawnmower Man 
28112 Lunar 2 

33572 Monkey Island 
30951 Mortal Kombat 

33578 NHL ‘94 
28110 Wild Woody 


Division: Rockabiiia,, 


TUR 


$309 


YSTATION 


$315 
me $349 


10290 

31531 

31505 

33283 

31535 


# 


Saturn Core 
Saturn 

W/Virtua Fighter $345 
Arcade Racer $65 
Game Shark $59 
Mission Stick $65 
Stunner $47 

3D Baseball ‘95 $56 

4X4 Gears ‘n’ Guts $52 
AD & D Fighters $46 
Alien Trilogy $52 
tte In The Dark $51 
d ‘96 $56 


32711 Alone In The Dark $44 
31271 / 

32707 E 

29847 Batman F 

i 13 


31274 Criticom 
32702 C 
29867 C 
10925 Cybersled 
33300 D 

29827 Dark Stalkers 
31549 Deadly Skies 
10915 Defcon 5 


29748 


29816 


29814 


29780 


31310 Congo The 


31320 Criticom 
29819 Cyberia 
33278 D 


33227 


31610 


31613 Foes 


10906 Defcon 5 
29782 Descent 


Panasonic | 

$297 

10873 3DO DVM 

w/Movie $175 

10455 3DO Goldstar W/ 

Shockwave &FIFAS297 
10461 11th Hour $52 

31295 Alone In The Dark 

2 w/Free Vol 1 $46 

31616 Battlesport $52 

28864 Blade Force $52 
28835 Braindead 13 $52 

28946 Buffet Sampler $15 
28839 C2 $46 

32559 Cannon Fodder $37 
33202 Captain Quazar $54 
28844 Casper $52 

Chess Wars $48 
Creature Shock $45 

2 D M S 58 

Skies $52 
$48 


2D& D 

10825 ESPN Extreme 

32700 Earthworm Jim 2 

32714 Extreme Pinball 

32715 Fade To Black 
29871 Fox Hunt 
29838 F. Thomas Bseball $52 
29830 GT Sports Ftball $48 

32701 GT Sports Bsktball $48 

29883 Gex $52 

33176 Goal Storm $45 


$44 

S48 

$49 

$52 

$54 


29776 D & D 
33193 Earthworm Jim 2 $48 
32535 FIFA Soccer ‘96 $52 


32717 Hi-Octane 
33179 Hive, The 
31253 J. I\ 

10815 Jumping Flash 


31265 Krazy Ivan 
32713 Loaded 
31277 Ma 
10818 Mortal Kombat 3 
31268 Myst 

33175 NBA In The Zone 
29823 NBA Jam TE 


$48 

$51 

$44 

$53 


$44 

$47 

$52 


29753 Frank Thomas 
Big Hurt Basel 


Gex 


33194 Goal Storm 
32537 Hell 


$52 


33519 In The Hunt 


31561 NFL Game Day 
29865 NFL QB Club ‘96 
32709 NHL ‘96 
32706 PGA Tour ‘96 


$53 


29744 Mortal Kombat 2 $47 

10948 Myst $51 

31324 NBA Action $52 

29804 NFL QB Club *96 
29773 NHL All-Star 

33196 P.T.O. 2 
10953 Panzer 
29822 Panzer 

29745 Parodius 
31328 Prime Time NFL 

[297 51 Prize Fighter 
^■15 Project:Overkill 
(755 Quarterback 
Attack w/Ditka 


29840 PO’ed 

$51 

10949 Rayman 

$52 

31251 Panzer General 

$52 

29747 Return To Zork 

$46 

31258 Power Tennis 

$52 

29795 Sega Rally 

$52 

29868 Primal Rage 

$51 

31318 Shellshock 

$52 

29841 Raiden Project 

$44 

29740 Sim City 2000 IV 

$51 

10921 Rayman 

$52 

29749 Solar Eclipse 

$52 

31285 Resident Evil 

$52 

31489 Street Fighter 


29835 Return To Zork 

$46 

Alpha 

$52 

10814 Ridge Racer 

$44 

29770 Supreme Warrior 

$47 

33299 Rise 2 

$51 

33188 Toshinden 

$54 

31913 Road Rash 

$53 

33100 Virtua Cop w/Gun 

$67 

.33169 Shockwave 

$53 

31325 Virtua Fighter 2 

$54 

* 10922 Silverioad 

$52 

33186 Virtua Hang On 

$46 

31275 Slayer (AD&D) 
29858 Space Griffon 

$52 

32543 Wing Cmdr. 3 

$59 

$52 

33561 Worldwide Soccer $46 

29824 Starblade Alpha 

$46 

29775 X-Men:Children 


32697 Street Fighter 


Of The Atom 

$54 

Alpha 

$52 



31284 Syndicate Wars 

$52 

To Receive A Free 

29899 TNN Outdoor 




Bass ‘96 

$54 

Catalog 


29857 Tekken 

33173 ThunderStrike 2 

$45 

$52 

Call CRAVE At: 


10924 Tohinden 

10926 Toshinden 2 

$51 

$48 

(612) 942-9920 


32698 Top Gun 

$52 

Fax Us At: 


29888 Total Eclipse 

$52 

(612) 942-5341 


10821 Twisted Metal 

$51 


31283 VR Baseball 

$56 

Or Email Us At 


29874 VR Hockey 

$56 


33180 VR Pool 

$52 

CRAVE2RB® 


32699 VR Soccer 

$52 

AOL.COM 


31279 Warhammer 

$52 


10822 Warhawk 

31264 Wing Cmdr. 3 

$51 

$52 

CRAVE Will Meet Or 

10823 Wipe Out 

$51 

Beat Any 


32689 X-Com 

$51 


29862 Zoop 

$45 

Competitors Prices! 


Iron Angel 
Time 
28863 Kingdom Of 

The Far Reaches $43 
LastBountry 
Hunter $52 

15 Lost Eden $37 

II Lost Vikings 2 $47 

IcKenzie & Co. $52 
10264 Myst $51 

28838 NHL Hockey ‘96 $52 

10266 Need For Speed $52 
'31602 PGA Tour Golf ‘96 $53 
28938 Primal Rage $49 
28877 Quaterback Attack$53 
33409 Scramble Cobra $51 
31617 Shockwave 2 $52 

3 Slam’n Jam ‘95 $51 

33203 Snow Job $53 

) Space Hulk $51 
33231 Star Fighter $53 
J Super Street 
Fighter 2 Turbo $56 
3 Syndicate $51 

28842 Waterworid $52 

33550 Wing Cmdr. 4 $56 

28910 World Cup Golf $48 

JAGUAR 

10695 Jaguar Core- 

free tee $149 

28195 Arena Football $58 
32553 Atari Karts $53 

32555 Attack / Penguins 
10327 Brett Hull Hockey ! 
32691 C. Barkley Bsktball! 

32556 Defender 2000 1 

32695 Fever Pitch Soccer $52 
10282 Fight For Life 
10326 Flashback $53 

10333 Flip Out 
28203 NBA Jam TE 
31597 Pitfall • $52 

28211 Supercross 3D $52 
10471 Ultra Vortex $58 
28194 White Men Can’t^i 

Jump w/4-Player $46 
33199 Zoop $47 

CD TITL ES , , i j 

10694 Jaguar CD 

w/Games-free tee$149 
30531 Baldies $52 

28301 Battlemi 
33249 Brett Hull Hoc! 

32557 Commander 

10935 Dragon’s Lair 
30550 Highlander 
28298 Highlander 2 
28309 Highlander 3 
28306 Iron Soldier 2 $52 

30555 Myst 
28294 Primal Rage 


ienesis Coi 

31452 Per4mer $70 

29430 6 In 1 Cartridge $45 
29226 Battletech f $52 
29229 Beavis & Butthead $42 
29457 Bugs Bunny $45 

28104 Casper $57 

29451 College Slam $62 
10937 Comix Zone $54 
28103 Cutthroat Island $52 
29311 Earthworm Jim 2 $59 
29323 F-15 Stike Eagle II $57 
32531 FIFA Soccer ‘96 $56 

28078 F. Thomas Bseball $62 

28067 Garfield $58 

31522 Gargoyles $34 

10527 Izzy’s Quest $52 

31453 J. Madden NFL ‘96 $56 

28106 Lobo $56 

29427 Maximum 

Carnage 2 $56 

28085 Minnesota Fats $51 

28105 Mission lmpossible$56 

28071 Mortal Kombat 3 $64 
32530 NBA Live ‘96 $54 

28093 NFL QB Club ‘96 $62 

31523 NHL ‘96 $56 

28082 Nightmare Circus $52 
28081 Ooze, The $44 

10524 Payne Stewart Golf$57 

Phantasy Star 4 $77 

28068 Pocahontas $56 

10940 Primal Rage $59 
31287 Prime Time NFL $58 
10241 Road Rash 3 $52 

29567 Shining Force 2 $65 

28066 Star Trek: DS9 $46 
29587 Star Trek: TNG $49 
31521 Toy Story $63 

28092 Vector Man $51 

10939 Weaponlord $58 
29685 World Heroes 4 
28096 Zoop 


10700 SNES System 
w/Ken G Basebi 
imer 

Lightfoot 
igerman 
txing Legends 
Of The Ring 
10373 Brainies, The 
31385 Breath Of Fire 2 
28145 Chrono Trigger 
28404 College Slam 

28242 Donkey Kong 2 

31542 Doom Troopers 
28492 Earthworm Jim 2 
31545 Emmitt Smith 

Football 

10448 Final Fantasy 3 
28138 Frank Thomas Big 
Hurt Baseball 

31543 Gargoyles 
28236 Int’l Superstar 

Soccer 2 

31900 J. Madden NFL ‘96 
28166 Killer Instinct 

31392 Lobo 
31398 Marvel Super 

Heroes 

28583 Mechwamor 3050 
31402 Mega Man X3 
10251 Mortal Kombat 3 

33563 NBA Give’n Go 
31899 NBA Live '96 

31393 NFL QB Club ‘96 

33564 NHL ‘96 

28243 P.T.O. 2 
28609 PGA Tour ‘96 
31541 Pocahontas 


$29 


$59 


$59 


$46 

$56 


#32713 

Loaded 

$52 


$64 


Mtpw 


28241 Waterworid 


71 W 


f #29744 
Mortal Korn 


31386 Yoshi’s Island: 

Super Mario 2 
31396 Zoop 


S45 


33557 3-D Tetris 
29907 Galactic Pinball 
31548 Jack Bros. 
29906 Mario Clash 


32723 Panic Bomber 
29901 Red Alarm 
29904 Teleroboxer 

32724 Vertical Force 


S?;. 


Virtual 


Knuckles Chaotix $58 


Web Of Fire 
28984 Star Trek: Star 


29374 Centipede & 


Fighter 


$30 


10300 College Slam 
29491 Defender & J 


Hurt Baseball 


Instinct 


6 5 In 1 Fun Pad 
2 Bugs Bunny In 


Dreamland 2 


Requiei 

31600 Space i 
30545 Star Ra 
28305 W. Gret 


33554 


Urban Strike 


31407 


slCLUDE:PR0DUCT #, DESCIPTI0N & S & H CHARGES 
•Game Systems Add $16 
•Game Systems Add $20 

P0 BOX 26370, DEPT 522 ST. LOUIS PARK, MN 5542( 


MAKE YOUR OWN F 
•All U.S. Orders Add 
•All Foriegn Orders I 
SEND ORDERS TO: 
PHONE: (612) 942-9S 


VISA 




























PlayStation 


IMPORTANCE T-SHIRTS! 

Several designs to choose from. 


v y 


The new action RPG from 
Sega Japan! 


Landstalker fans rejoice! 
Dark Savior has arrived! 


KOF hits the Saturn! 


Play the arcade hit at 
home! 


-' 


Side scroll action platform 
Power on the Saturn! 


Game Arts first Saturn game 
Unbelievable! 


A Saturn Strategy/RPG of 
infinite power! 


The ultimate sequel to one 
of 95’s biggest hits! 


SunSoft’s hit RPG sequel is 
Saturn bound! 


e-mail: 

diehard761 @ aol.com 


INCREDIBLE GAME MUSI 

C CD’S FROM JAPAN!... 
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Awesome new Gundam Not just another sequel! 
fighting game. 


The arcade hit comes to the Konami’s first action game Experience the best 3-D 
PlayStation! for the PlayStation! ever in a home fighter 


FATAL FURY 2 
Wall Scroll 

Others to choose from! 


Very Limited Quantities. One Time Only! 


Special Collectable Offer! 


itifl 

m 

M3 

L' 1 1 1 




























































The Deepest Fighting Game Ever. 



it'S u whole Mini cam am our experts ore 

TEURING IT TO SHREDS PREPARING THE ULTimTE 
Ullllll 2 STRUTEGV GUIDE. OUR GOBI... DOUR l/ICTOt 
HERE'S JUST tt FEW OF KILLER 2'S NEW FEUTURES: 
INHUMED mm! 

EUCH CHURUCTER NOW HUS 6-1 DIFFERENT ENDINGS. 
SPECIUL DEUTH MOlIl FOR EUCH PLOVER. 

ULTRlI COMPO S CUN RE POWERED UP. 

ENHUNCEO FEATURES! 

POWER-UP PUR ODDER UNDER ENERGV PUR. 

GROD UNO UTTUCK VOUR OPPONENT. 

THROW FEUTURE 

COMPLETE COMPO S IN THE UIR. 

THROWS CUN NOW PE DONE WITHIN COMPOS. 
THROWS CUN PE COUNTERED. 

GHOSTING-ONCE tt CHURUCTER DIES THE "GHOST" 
CUN URISE UNO DEFEUT THE OPPONENT! 

INTERUCTIUE PHCKGROUNDS! 

NEW PUCKGROUNDS FOR EUCH CHURUCTER 
PLUS T SECRET POCKGROUNDS. 

UNI) SO MUCH MORE!! 


Win a K/ 
Cain-ap 


Your confirmed ordereujomatically place 
the drawing to win a Killed Instinct 2 coin 
enter by mail, write to:* 

GameFan Magazine 
c/o Killer Instinct Contest 
5137 Clareton Dr. Suite 210 N 
Agoura Hills, CA 91301 


Call now to reserve your early copy 


MASTERCARi 


Killer Instinct 2™ ©1996 Nintendo/Rare. Game by Rare. Killer Instinct 2 is a trademark of 
Nintendo. Manufactured and sold by Midway Manufacturing Company under license. 






mranmmoswim 


To program or not to program? That is the question, 
INNOVATION lias fc'lie answer! 

Programmable Control Pads For 
PlayStation, Saturn, 3DO, SNES S t Genesis 

♦ Now program your favorite codes for any rammable ] 

PlayStation, Saturn, 3D0, SNES or Genesis game p^ |j Goe 0 ^ Here 

♦ Program up to 32 special moves onto the supplied 
Hard, erase & change the moves at any time! 

♦ The Programmable Kard holds memory without a 

battery. Customize you own Kards or buy Program YourV 3 

preprogrammed Kards with the moves already Favorite Codes Here 

♦ Use the Innovation Modem(Coming Soon!) to call our Hot Line and get 
codes for almost any game downloaded directly into your Program Kard 


/' i i For SNES, Genesis St Sony™ PlayStation 

♦ Waster almost every fighting move. Fatality, Babality, Animality, 

Pits, Friendship, Combo, and finishing moves for all 15 fighters 
including Smoke! Activate all the VS. codes at a touch of a button! 

♦ 2 Kontrol Pads with 3 different Kards each + 2 Bonus Kards make 8 Kards in all for SNES & Genesis. 

Also 8 Kards available for Sony™ PlayStation Pad. 

♦ Buy optional Program Kards for either SNES, Genesis or PlayStation and the Innovation Wodem(Coming 
Soon!) 8f call our Hot Line and get codes for almost any game downloaded directly into your Program 
Card at a low, low cost! 

♦ Version 1 includes 3 Kards with codes for Cyrax, Sektor, Stryker, Kabal, Kung Lao, Sheeva & Sonya Blade 

♦ Version 2 includes 3 Kards with codes for Sindel, Sub Zero, Liu Kang, Kano, Nightwolf & Jax 

♦ Just plug in the supplied Kards Sf play! „ eou „ j VID^OLINK™ 

MK3 Kontrol Pad - Version 1 for SNES or Genesis $49.99 
MK3 Kontrol Pad - Version 2 for SNES or Genesis $49.99 
Optional Kard Set 1 for SNES or Genesis $39.99 

Optional Kard Set 2 for SNES or Genesis $39.99 

Bonus Kard Set: includes all VS codes. Smoke & Shang 
Tsung move fit morphs for SNES or Genesis $39.99 
Sony™ PlayStation MK3 Programmable Pad $49.99 

Optional Program Kard (for all program pads) $ 19.99 
MK3 8-Kard Set for Sony™ PlayStation $89.99 

SNES Programmable Control Pad $39.99 

Genesis Programmable Control Pad $39.99 

Saturn Programmable Control Pad $49.99 

3DO Programmable Control Pad $49.99 

VideoLink - for all systems $49.99 

If you can't find Innovation products at your local dealer simply call: 

860-395-3090 Or Fax 


Innovation 


Us At 860-388-0084 

Or mail your order along with a money order for the total amount to: 

Innovation 
P.O. Box 360 
Old Saybrook, CT 06475 

Specify the Innovation product you wish to order and for which system. 

Add $10.00 shipping St handling for the first item plus $5.00 for each additional item. 

are trademarks of Nintendo Of America. Sega Genesis™ & Saturn™ are trademarks of Sega Enterprises, Ltd. 3D0™ is a trademark of the 3D0 Company. Sony™ is a trademark of Sony 
sc Playstation are trademarks of Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufacturing Company, 
bntrol Pad distributed under license by Williams ® Entertainment, Inc. All other product names are registered trademarks or trade names of their respective companies. 





WE BUY 
SELL AND 
TRADE NEW 
& USED 
GAMES. 


SEND TRADES 
TO: 

138 BRIDLE TRI 
YOUNGSVILLE 
N.C. 27596 


3DO 


Barbie Vacation 
Bass Masters Classic 
Batman Forever 
Big Hurt Baseball 
Big Sky Trooper 
Boogerman 
Bret Hull Hockey '95 
Castlevania Dragula X 
Chrono Trigger 
Deep Space Nine 
Demolition Man 
Dirt Trax FX 
Donky Kong II 
Doom 
Earthbound 

ESPN National Hockey Night 
EXOSQUAD 
Foreman for Real 
Hagane 

Head On Soccer 
Illusion Of Gaia 
Jimmy Houston's Bass 
Jungle Strike 
Judge Dredd 
Justice League 
Kawasaki Superbike 
Killer Instinct 
Knights of Justice 
Mech Warrior 3050 
Mega Man 7 
Metal Warriors 
Mickey’s Playtown 
Mortal Kombat III 
Mutant Chronicles 
NBA Jam Tournament Edition 
NCAA Final Four 
NHL ‘96 

Petty’s No Fear Racing 

Phantom 2040 

Power Rangers Fighting Ed. 

Prehistoric Man 

Primal Rage 

Realm 

RHI Roller Hockey 
Romance 4: Kingdoms III 
Stargate 

Star Strek (Star Fleet Acd) 
Super Bases Loaded 3 
Super Punch * Out 
Super RBI Baseball 
Swat Kats 
Syndicate 

Tecmo Secret of the Stars 

Tecmo Super Bowl III 

Theme Park 

The Horde 

True Lies 

Turbo Tunes 

Urban Strike 

Warlock 

Weaponlord 

Wild Guns 


55.00 

68.00 

66.00 

66.00 

54.00 

55.00 

57.00 

49.00 

69.00 

53.00 

60.00 

57.00 

63.00 

67.00 

59.00 

56.00 

58.00 

63.00 

59.00 

54.00 

58.00 

63.00 

53.00 

57.00 

62.00 

56.00 

67.00 

65.00 

60.00 

54.00 

54.00 

57.00 

68.00 

60.00 

59.00 

55.00 

56.00 

54.00 

56.00 

60.00 

52.00 

64.00 

54.00 

56.00 

62.00 

64.00 

55.00 

59.00 

52.00 

55.00 

54.00 

51.00 

56.00 

63.00 

51.00 

51.00 

60.00 

54.00 

61.00 

58.00 

60.00 

56.00 


SATURN 


ULTRA-64 


PLAYSTATION 


Barbie Vacation 
Bass Masters Classic 
Batman Forever 
Batman & Robin (Adv. of) 
Beethoven 2 
Beyond Oasis 
Beyond Zero Tolerance 
Big Hurt Baseball 
Comic Zone 
Congo 

Deep Space Nine 
Demolition Man 
Earthworm Jim 

i 

EXOSQUAD 
Forman For Real 
Gretzky & NHLPA All Stars 
Hardball ‘95 
Head On Soccer 
Indiana Jones 
Jack Nicklaus “95 
Judge Dredd 
Justice League 
Kawasaki Superbike 
Lemmings 2 
Light Crusader 
Lion King 
Minnesota Fats 
Mortal Kombat III 
Mutant Chronicles 
NBA JamTE 
NCAA Final Four 
NHL Hockey ‘96 
Pac-in-Time 
Payne Stewart Pro Golf 
Phantasy Star IV 
Phantom 2040 
vPitfall 

Power Rangers “The Movie” 

Primal Rage 

Road Rash 3 

Seaquest DSV 

Skeleton Krew 

Tecmo Super Bowl III 

The Ffintstones 

The Ooze 

The Punisher 

The Shadow 

Theme Park 

Triple Play Baseball '96 

True Lies 

Weapon Lord 

Warlock 

Wolverine 

WWF Raw 1 

X-Men 2 


55.00 

58.00 

59.00 

53.00 

54.00 

62.00 

58.00 

64.00 

60.00 

57.00 

49.00 

54.00 

55.00 

45.00 

54.00 

54.00 

52.00 

50.00 

54.00 

52.00 

45.00 

60.00 

52.00 

53.00 

54.00 

64.00 

53.00 

51.00 

66.00 

59.00 

57.00 

53.00 

57.00 

52.00 

56.00 

74.00 

56.00 

58.00 

53.00 

64.00 

50.00 

55.00 

56.00 

62.00 

51.00 

46.00 

50.00 

51.00 

46.00 

60.00 

54.00 

58.00 

47.00 

56.00 

62.00 

50.00 


Blade Force 
Braindead 13 
Carrier: Fortress at Sea 
Chess Wars 
Clayfighterl! 

Daedalus Encounter 
Death Keep 
Doom 
Drug Wars 
Dragon Lore 
11th Hour 
Flying Nightmares 
Hell 

Killing Time 

Kingdom: The Far Reaches 
Quarterback Attack 
Robinson's Requiem 
Rock n Roll Racing 
Slam ‘n Jam ‘95 
Space Hulk 
Space Pirates 
Syndicate 

The Last Bounty Hunter 
Waterworld 


Blazing 
Brain Dead 13 
Castlevania 
Cybersled 
Dark Legend 
Dragon’s Lair 
Dungeons & Dragons 
Fox Hunt 
Ghen War 

Grand Slam Baseball 

Incredible Toons 

Minnesota Fats 

MLBPA Baseball 

Mortal Kombat II 

NBA Basketball 

NBA JamTE 

NHL All Star Hockey 96 

Quaterback Attack 

Rayman 

Return to Zork 

Romance 3: Kingdom IV 

Shinobi 

Slim City 

The Horde 

3D Soccer 

Viewpoint 

Virtua Hydlide 

Virtua Racing 


52.00 

52.00 

52.00 

48.00 

52.00 

64.00 

49.00 

52.00 

52.00 

49.00 

52.00 

52.00 

52.00 

52.00 

52.00 

53.00 

55.00 

48.00 

52.00 

54.00 

52.00 

52.00 

52.00 

51.00 


Saturn 


53.00 

52.00 

45.00 

52.00 

53.00 

52.00 

51.00 

53.00 

52.00 

52.00 

49.00 

52.00 

45.00 

49.00 

45.00 

49.00 

59.00 

52.00 

52.00 

47.00 

59.00 

49.00 

52.00 

52.00 

45.00 

54.00 

53.00 

52.00 


Playstation 


Blazing Dragons 
Castlevania 
Cyber Speed 
Doom 

Dungeons & Dragons 
ESPN Extreme Games 
Hardball 5 
Incredible Universe 
Lemmings 3D 
MLBPA Baseball 
Mortal Kombat III 
NBA Basketball 
NBA Jam TE 
NFL Football 
PGA Tour 
POED 
Pool Shark 
Return To Zork 
Street Fighter 
Theme Park 
3D Golf 
3D Soccer 

Warhammer Fantasy Battle 
Wing Commander III 
Wipeout 


52.00 

45.00 

51.00 

52.00 

51.00 

42.00 

52.00 

49.00 

53.00 

45.00 

59.00 

45.00 

49.00 

45.00 

54.00 

52.00 

48.00 

47.00 

52.00 

54.00 

45.00 

46.00 

52.00 

54.00 

53.00 


Neo Geo CD 


Aero Fighter III 
Fetal Fury 3 
;i Klash 


Kabuki k 
King of Fighter 95 
Palstar 
Puzzled 


70.00 

70.00 

75.00 

75.00 

70.00 

70.00 


CALL FOR ANY TITLES 
NOT LISTED. 


WE WANT YOUR 
USED STUFF 


mtcmim 


FATBO Y VIDEO BUY / SELL / TRADE POLICY: We warranty our games for 90 days from purchase. Prices and availability are subject to change with out notice. We have the right to refuse any sale, buyba 
trade. Merchandise must arrive in satisfactory condition or will be sent back at owners / senders expense. Price quotes and auth.# are only good for 10 days. Fatboy Video is not responsible for safe receipt of your games & syst 












Diehard Game Club 



What U Want... 
When U Want It 
While It’s Hot! 


Islt the Diehard Game Club 
ilber Stare IXleaimou Today! 

Austin, TX 78752 ' 

Lincoln Village 
6406 N. IH 35, #1250 
(512) 454-4494 
Call Stuart 

St. Louis, MO 
Winchester Plaza 
14560 Manchester Rd. 

St. Louis, MO 63011 
314-230-6998 
Call Loren 

Nassau, Bahamas 


WE BUY, SELL, 

TRADE E RENT OlDEO GAMES. 
ANIMATION £ CD ROM SOFTWAhE. 
WE CARRY THE BEST SELECTION OF 
SYSTEMS AND GAMES BOTH 
DOMESTIC £ IMPORTED, FOR THE 


Arlington Heights, iL 60004 
948 W. Dundee Rd. 

(847) 253-GAME 
Vail Bern ie 

Nashua, NH 03063 
343 Coliseum Ave. 

(603) 881-8884 

Waterford, Ml 48329 
5637 Dixie Hwy. 

(810) 623-2980 
Call Ben, Tom or Pat 

Miami. FL 33183 
Town & Country Center 
8356 Mills Dr. 

(305) 271-7197 

Spokane, WA 99218 
9105 N. bivision "C" 

(509) 468-4246 
Call Kim, Neil or Jamie 

Manhasset, NY 11030 


■41 iv v i in i vnikvi iv ii 

CUTTING EDGE GAMER! 


East Bay Shopping Center 
East Bay Street West of PI 
Bridge 

Tacoma^ WA ' „ , _ 

1810 Mildred St., South “B 
(206) 460-1340 

Taftville, CT 
M&M Plaza 
1 Jewette City Road 
(203) 887-5861 
Call Frank, Tina or Mark 

Jackson, WY 83001 
260 West Broadway 
(307) 733-CLUB 
Call Rod 

North Olmsted (Cleveland), 
OH 

4725 Great Northern Blvd. 
#3A 

(216) 734-3996 


Saturn 
Converters 
and Switches 
Now Available 

Sony PlayStation 
Please Call 


1508 Northern Blvd. 

(516) 627-6200 

Call Todd, John, or "Remix' 

Hauppauge, NY 11788 
Hauppauge Shopping Cente 
391 Nesconset Hwy (Rt. 34 
(516) 979-1210 
Call Peter or Rich 

Plano, TX 75075 

721 N. Central Expressway 

#420 

(214) 422-5567 

Call Mark, Woody or Chris 

El Paso, TX 79912 


Trade In Your Games And Systems For 
Store Credit Or Same Day Cash*Call: 

(847) 253-GAME 

948 W. Dundee Rd Arlington Heights, IL 


PlayStation 


ALL LOCATIONS OPEN 7 
DAYS A WEEK - ALL MAJOR 
CREDIT CARDS ACCEPTED 


ing Center 


Promenade Sho 
7500 N. Mesa #! 
(915) 581-2582 
Call Joe 


Find out how to purchase your very own Diehard Game Club 
Super Store - call 800-425-2500 today! 


GA Atlanta 

NY Dallas, 

NV Houston, 

TN McAllan 


Warner Robbins 
Westchester, 
Las Vegas, 
Chattanooga, 


Washington, 
New Orleans 
High Point, 
Brooklyn, 










—...— 


_ 


Impart and American * 

Plaustation 


ly 

and 5aturn 

★ 

Now you can buy at the lowest 
unbeatable prices.Think of it! * 

Saving $10, $20 or more on 

each and every game you buy. 

There is only one call you 
need to make in this universe 
and that is ★ 

UniversaliideO'Games 

Light Vears Ahead Of The Competition With Doum To Earth Prices 


PlayStation 


Tekken 2 
Sailormoon 
SF Alpha 
Alien Trilogy 


Tohshinden 2 
Darkstalkers 
Burn Fest 120% 
College Slam 96 


Free Universe Spring Adapter 
with purchase of any PS 
Software. Play any PS Game on 
any PS System 

Namco Class, vol 2 
Advanced V.G. 
Motortoon GP 2 
Ridge Racer 2 


^SBGA^ARJRN 


King Fighters 95 Darkstalkers 2 Virtua Fighter 2 

Panzer Oragoon 2 X-Men Guardian Heroes 

SF Alpha Dragon Force College Slam 96 


* Guaranteed* 

Lowest Unbeatable Prices In The Universe 

On All Import Games, Systems And Accessories. 


24 HOUR VIDEO GAME HOTLINE 

Call now for the hottest titles 
919 - 872-2440 


^ ^ Mastercard and VISA accepted 

Instant cash for select systems and games. * 

Playstation, Saturn, NEOGEO CD, 3D0, Jaguar, 

* SFC, MD, PC Engine, Animation, Nintendo 64, 
PC CD, Music CD’s. 

^ Call for overnight delivery. + 

* Monday-Friday 10:00 am-7:00 pm EST 


919-872-2440 FAX 919-872-6701 
Dealer and Wholesale Inquiries Welcome. 


All rights reserved for all parties mentioned. We reserve the right to 
refuse any sale, trade or purchase. Games are subject to availability. 


< «vTOP $$$ 

FOR YOUR GAMES! 


SONY PSX, SATURN, GENESIS, S-NES, 3D0, HANDHELD, 
SEGA CD, 32X, IMPORTS & PC CD-ROM GAMES... 


To Sell Your Games or Systems: 

Call StarLand for current pricing. On a piece of paper, write your name, 
address, phone number and a list of games with buy back prices. 
Pack your games with your list into a box securely 

i "lip?. mm mmm 


s 



and send them to us by insured mail or U.P.S. 

E DAY ORDER PROCESSING! 
GUARANTEED. 


Call Now for Current Buy-Back Prices! 

(703)642-0813 

Send Package to: 

6920B Bradlick Shopping Ctr., 
Annandale, VA 22003 


Slor/and 
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Fax)703-256-7464 


WE BUY 

PC CD-ROM GAMES 

ADVERTISER’S INDEX 

BRE SOFTWARE 103 

CENTRAL PARK MEDIA 104 

CRAVE 105 

CRYSTAL DYNAMICS IFC-1 

DIE HARD GAMERS CLUB 106-107 

DIE HARD MARKETING 111 

FATBOY 110 

GAMEWARE EXPRESS IBC 

INNOVATION SOFTWARE 109 

NINTENDO AMERICA 3, 12-13 

PLAYMATES 71 

STARLAND VIDEO 112 

UNIVERSAL FAMILY ENTERTAINMENT BC 
UNIVERSE VIDEO GAMES 112 

US GOLD 5. 11 


3, 12-13 
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tilander CD 
i Soldier 


Mortal Kombat III 


Batman Foreuer 


A 

ND 

MANY MORE... 

http://ww 

e-mail: 

w. 

91 

BBS 

§9 
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at tp: //www.gamefan.com 


Up to the minute news and info 1 ' 

Weekly updates ^ 

Interactive Hocus Pocus & Postmeister 
Live reports from foreign and 
domestic trade shows 
Exclusive previews and game screens 
The latest breaking news from Japan 
Monthly giveaways 

tos and tricks archive 

r . .l n anfl muclv, much more! 
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The Expanding Univer/e 
Of Entertainment 
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